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dnto INecrakte 9: Che Path of the € ternal brave 


Before I began writing Charnel Whispers, | contemplated 
which pathway should be expounded on first as the Black Scriptures 
introduced the Disciple to Maergzjirah, the Blighted Lords, and the 
magicks which our Cabal has masterfully manifested for centuries. 
With the recent annexation of the Tower of Umbra into the 
Maergzjiran Cabal and subsequent mastery and alignment with the 
Zhanith, | naturally felt that it would be best to write on that subject 
while it was fresh in my mind. However, like all great Masters, | 
had to silence my childish excitement and focus on what was more 
important. 

Perhaps due to the supernatural affinity that necromancy has 
had in my soul since my youth or maybe it is because this completed 
work would indeed be my sacred book; a crown jewel by which | 
would formulate all spiritual beliefs from. My natural bias could've 
been what forced my hand as | chose necromancy as my personal 
path to apotheosis and I reign as the Grand Master of the Tower of 
Atrophy, Nhilmice being my patron. Perhaps these factors did play 
a part in the end, but when the fundamentals of the necromantic 
arts were contemplated in regards to the history of mankind and 
our unending search for the soul, the answer could not have been 
any clearer. The reason for this grimoire is that at its most primal 
and carnal state, the threads of necromancy suture every individual 
in the world together regardless of their spiritual practices, religious 
beliefs, social or political background, and so on. Necromancy is 
about the Spirit, our immortal soul, and the unseen forces at play 
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in the cosmos that breathe life, snuff out the spiritual flame, and 
sate the hunger of the dead. In that basic state we are all individuals 
who, if not understanding of and either combating these forces or 
controlling them, we will fall victim to them. Hence, this grimoire 
has come forth from the coffers of the Cabal, my experiences, and 
the voices of the dead who all wish for their stories to be heard and 
the Keraktian Spirits who seek to bestow the gift of wisdom to the 
Disciples who will wield their word like a sword. 

It would be impossible to condense the centuries of 
necromantic mastery of the Cabal’s Masters between these two covers, 
but I have chosen to lay out this grimoire is such a manner that has 
reflected my journey over the years and to give specific rituals, spells, 
and experiences that occur throughout one s ascension through the 
Tower of Atrophy. These words being said, it is my sincere hope 
that every Disciple who studies these pages, regardless of their own 
path to power will take from it various means to augment their own 
magicks, to better understand the forces of the Underworld, and 
to be able to face their own mortality without fear or trepidation 
and walk away from it with an entirely new perspective on life and 
death. Over all else, my greatest hope for this work is for Disciples 
to reclaim the soul that has been under siege and to in return, walk 
amongst the living as a Master of the Dead, a friend to the undead, 
a Reaver, a Vampire, a Leiche (Lich); the final godly product of the 
Disciple’s work being something that defies natural law and spits in 
the face of divinity. 

| am also quite aware that there will be those who read these 
pages and simply cannot wrap their minds around the style and 
execution of the magicks contained between these covers as it all 
appears to be so very simplified and to seem this way in the midst of the 
outstanding results it offers. Admittedly, I felt much the same during 
my progress through the ranks of the Maergzjiran Cabal’s Tower of 
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Atrophy. | was accustomed to overly ritualized performances, which 
in hindsight are better suited for stage and film than for practical 
application. The fact of the matter is that the “whispers” as we 
call them are fundamentally used as the foundation of all magickal 
workings. These are not only reflected in necromantic practice, but 
in all of our Towers magicks. Hence, despite the process by which 
magick was executed in the Black Scriptures, as a Cabal, from here 
on out, we shall explore and mastery these whispers for all rites and 
all workings throughout the Towers. 

Similarly, I have also been confronted since my youth that 
the Necromancer is “obviously a being of fiction which was created 
out of fear and a need to blame someone or something on the ills of 
the time.” I have been told that the magicks we claim to possess and 
utilize are also works of fiction best recorded in games, television, 
and books. Of course it makes for good entertainment to bear 
witness to it. Just imagine how it feels to not only observe it in 
person, but to be the one commanding death with the flick of the 
wrist and a few whispered word! That excitement is something that 
| soon learned after reaching the fourth degree of my Discipleship 
in my tower. | began to control these powers with little effort and 
the prospect of creating the world I desired was what I, along with 
Disciples the world over have sought since the dawn of human 
understanding. This was my path and while others may achieve this 
same success in a different path, I found that the level of power, unity 
with the patrons of my craft, and the way in which these magicks 
were commanded were far beyond the scope of any other path I had 
explored prior. 


Herein lies the path to life everlasting, to power beyond all 
imagining, to a world beyond the reach of mortal bounds, and to a 
future Shaped by your hands alone. Necromancers have a unique 


place in the magickal world and they have AN CVEN INOTrE uniq 


| UC path 
before them. Where the majority ol Disciples of the dark 


arts work 
with Demons, there is only so much that can be explored when 
working with them. Spirits of the Eternal Grave offer a far different 
experience and it is from these Spirits who together know all of 
eternity can grant the Necromancer the wisdom of shaping the world, 
their body and soul, and becoming something beyond the grasp of 
Demons. As a final note, the Necromancer has a continually forked 
road before him or her, and while each path ultimately will lead 
to where he or she is aimed, they are not necessarily confined to 
the common boundaries of the abysmal path. I ask solemnly that 
you will take to heart the words of this grimoire for they are not 
merely words of speculation or regurgitated rituals that have been 
outgrown by time, societal change, and planar evolution. The works 
of this grimoire are timeless, for death is forever looming over all 
of creation in all the planes. These rites and powers are continually 
evolving with the planes and they are executed for that same reason. 
This also offers you the ability to learn much of what lead me from a 
mere novice full of questions to a master of the death essence. This 
is the path of the Necromancer. 


- Somnus Dreadwood, 10°, A.G.M., G.N., E.C.O.L. 
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Che Mecromancer 


Pook One: Ciye Ylecromancer 


The mortician, the gravc digger, the plague doctor, the tomb 
robber, the forensic analyst, the body mover; these are all popular 
professions among Necromancers. The Necromancer is intimately 
acquainted with death in all its forms and flirts with the dead in every 
breath, every thought, in ever dream. Where most individuals live 
with the fear of death, or at least with a comfortable understanding 
that they will, at some point, die; that spark of life fizzling out and 
their soul will travel on to meet their loving creator. Others simply 
figure they will die and feed the worms - nothing more, nothing less. 
Both of these statements may very well be quite fitting for the dross, 
though for the Necromancer, dying is an option, not a fact. And 
should he die, it will be on his terms and for a purpose which will 


defy the laws of man and God alike. 


From its greek roots as being corpse prophesying, necromancy 
has become a general term for virtually any form of magick that 
involves death and the dead. Necromancy throughout the ages 
has had three predominant forms: divination, curses, and vampiric 
magick. Divination has been used across this plane in all cultures to 
discern various signs and obtains information via the voices of the 
dead. Hexcraft in a necromantic form is more taboo and arouses 
much fear as such magicks have been much harder to master and 
those who have possessed such knowledge were quickly hunted down 
and slaughtered. However, the real master of death would likely be 
clever enough to avert such a fate, and even in the event the flesh was 
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destroyed, he would still stalk, haunt, feed upon, and be reborn on 
the blood and soul of his enemies. Vampiric magick has become 
a generalized field which recognizes any necromantic spell or ritual 
that drains the life of another, usually feeding the Necromancer’s own 
soulless hunger. A fourth, and mostly fabled aspect is transcarnate 
necromancy or transfiguration. This is where the legends of the 
Leiche and Vampire come from. In essence, the Necromancer 
utilizes his or her soul like clay to shape it and augment it with death 
energies in order to completely reconstruct its whole identity, power, 
and purpose. This is apotheosis - immortality via transforming the 
soul into a bottomless profane well that supports and infuses the 
flesh and mind to exist forever regardless of time, environmental, 
or man made forces that would otherwise render it dead, worthless, 
and forever immobile until it withers to dust. This perfected state is 
absolute albeit entirely unholy and is truly never sated intellectually, 


powerfully, or spiritually. 


There is in fact many facets of necromancy beyond those 
mentioned above as shall be revealed throughout this grimoire. 
However, becoming a Necromancer who is indeed a Leiche in the 
making, you must redefine yourself, your world, and how life and 
death interplay in your realm of intervention. 

The first step of recreation is to first realize that there is 
a planar truth that has mostly gone unnoticed by even the great 
occultists throughout history, which was in fact the first great lesson 
I learned when | began my journey. This material plane, Earth is a 
prison. Divine and Infernal beings alike have gone to great lengths 
to close off the planar boundaries that exist, thus nullifying much of 
what could be done by individuals, which indeed is magick. Why? 
By keeping mankind imprisoned, they attempt to force us into 


submission and pledging absolute fealty. The Celestial beings of 
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the Heavens do so in the name of goodness and righteousness while 
the Infernals do so by claiming only they can offer us such power 
and attempt to lure us with following our natural primal urges, lest 
we deny ourselves and deprive ourselves of basic human necessities. 


When I was a young boy, I was first visited by the Buried 
King, Zazazel who introduced me to the powers of necromancy. It 
was Nhilmice who guided me thereafter and through this guidance 
and experiencing the wonders of worlds beyond our own, I witnessed 
that beyond Earth, even in other planes similar to Earth, humans 
display incredible magickal aptitude and magick is very tangible and 
is as quick to manifest as drawing a sword. Lengthy discussions 
with Spirits and the dead opened my eyes to wisdom that most 
generations-old sages have never even brushed against. When 
you realize this, the second truth becomes all the more simple to 
understand. 


Death is not the end. Not in the flesh or in Spirit for there are 
always means by which the individual may be reborn or resurrected, 
and there are a multitude of avenues the Spirit may travel upon death 
of the flesh. Again, Celestials and Infernals alike enjoy clouding 
our understanding by telling us you are to ascend to Heaven, burn 
in Hell, or trapped in Purgatory upon your death. Again, a ploy to 
force submission. The planes are endless and to even know how 
amazing we are as human beings tells us that of all the things we 
dont know about the spirit and the soul there is far more than just a 
fork in the road for the soul to waver to one side or the other while 
the flesh rots. 

Realizing that you are a pawn in a massive game that spans 
throughout eternity and across many planes, you will be able to 


fully redefine yourself, your Spirit, and your Craft. One of the 
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first reasons a Necromancer pursucs this line of study is the lust for 
life. No one wants to dic and not be able lo Continue to enjoy all 
the world has to offer. Second, the lust for knowledge and power 
forces the hand of the Necromancer to continue casting out his hand 
toward manifestation of his desires. In this, we find the cloistered 
scholar who simply wants to know all he can about this world, worlds 
beyond our own, and more importantly the nature of the soul. We 
also find the isolated witch who desires to amass a legion of hateful 
spirits and walking dead to extract harsh justice on the world that 
has condemned her. Then, we find the Necromancer who has this 
knowledge and power who knows that the Angel of Death has been 
looking for him and the sands of time have run out. He either 
chooses undeath to cheat the Reaper, or he confronts him in direct 
combat. Finally, being the Leiche he was meant to be, there is a 
burning hatred for all those who attempted to instill fear in his once 
mortal heart in order to obtain worship and veneration necessary for 
existence in this plane. This spite turns to war as the Leiche destroys 
the planar flesh of the Angel and the Demon alike and consumes their 
divine essence; the soul. Having extracted vengeance, the Leiche now 
has the multiverse to explore, learn from, master, and even conquer. 


But where are you? Are you just now opening your eyes or 
have you already begun to call on the hordes of undead to serve you? 
It is important to be honest with yourself here as well as with the 
Spirits that will in time come to be your truest friends and allies. 
When you fully understand yourself, your place in this plane, what 
you know and what you dont, you can then rightfully embark on 
your mission. | 

A Necromancer utilizes all of the conventional ritual tools 
found among other pagan Magi; the athame, chalice, altar, incense, 
candles, oil, sacred ink, and so on. However, in most instances, 
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especially in more advanced necromantic ritual known among the 
Necromancers of the Maergzjiran Cabal, these ritual tools are, b 
necessity simplified and are used in unconventional ways. | will first 
explain what other ritual tools or spell components are typical of the 
Necromancer and then I will offer some insight regarding practical 
ritual gear. 


Athame — Ritual dagger and necessary cutting device. It flays 
flesh from bone, cuts deep in blood offerings, directs energy, and 
pins down a sacrifice so that the hands can be free to cast in ritual. 

Blood — An explosively powerful component used to amplify 
spell power and lure Spirits and the undead into the ritual space as 
well as honor the dead. 

Bones - Taken from any once living creature; human 
bones being the preferred choice, they are marked with sigils and 
used in a variety of ritual and spell purposes, as well as are used as 
exemplary talismans, wands, and vessels for trapped souls. Every 
Necromancer should possess a skull. Not because it appears to be a 
rather haunting and popular stereotype, but because it is an excellent 
channeling vessel by which the dead, damned, and Keraktian Spirits 
may freely converse with the Necromancer once it has been properly 
marked and enchanted, or simply employed by use of Rishar s Corpse 
Divination. 

Coffins - Multiple purposes can be seen here: storage, an 
altar, a place to sleep, a place to keep the dead prior to raising. 
Coffins serve various ends as they have such a strong flow of power 
emanating from the grave. 

Grave Dirt - Empowers rituals, binds one's enemy to the 
grave, damns the flesh, mind, and soul, and is a strong component 
when packed in death dolls. 


Hair - Used to bind the individual it came from in a curse 


or even to bind any type of effigy such as a Death Doll. 

Herbs - Any poisonous plant has its purpose in necromantic 
ritual for its ability to sicken, kill, or otherwise wither one’s enemy. 
Other herbs worth noting are cypress, rowan, and yew for their 
correspondences to the dead and the Underworld. 

Life Breath — It is an aspect of the Spirit used to anoint 
various ritual tools, phylactery hearts, to infuse other Spirits and the 
Dead with, and can awaken the Undead. 

Stones — Necromancers make great use of onyx, hematite, 
bloodstone, quartz, amethyst, and obsidian for their uncanny naturally 
energies which conform well to the needs of the necromantic rituals. 

Souls - Again, there is a stereotype in popular culture and 
fantasy media which depicts the Necromancer as possessing a myriad 
of swirling souls around him. This is basely true, except that the 
soul is kept for power, blackmail, and even currency, to possess and 
command the Spirit, and to feed off of it as needed. By currency, 
they are highly prized and some Demons spend an entire mortal s 
life in the attempt to collect but a single soul upon the death of the 
flesh. The Necromancer however, takes them whenever and by any 
means necessary. In abundance, the Necromancer has a whole new 
means of bartering with planar entities in order to gain any variety of 
gifts or knowledge required at the time. 


As a standard, the Necromancer should keep all ritual 
components and tools compact. Pouches contain incenses, herbal 
compounds, and vials filled with grave dirt and blood, stones for 
binding and others that have Spirits bound to them so they can 
be called upon when needed. The athame is kept in a sheath and 
everything is hung from a sturdy leather belt. While not necessarily 
required, many a Necromancer has opted for the human bone wand. 
In essence, and in practical setup, it would be a wand made from a 
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human femur, wrapped with burial cloth which has a special hook 
tor it to hang from the belt as well. Portable and minimal, it serves 
Necromancers as it is all kept in one place and within close reach, 
not to mention it can be used on the go where the only thing missing 
is an altar, which can be made of nearly anything. Almost everything 
trom the list is kept in touch in this manner and in such a way that 
one needn't worry about it getting lost or misplaced in the event that 
the Necromancer should need to move out in a hurry. Discretion 
and caution should always be adhered to by the Necromancer as 
many aspects of his or her craft often requires action that others 
would find questionable. 


It is safe to say that for the Necromancer, this journey will 
be a solitary one that is wrought with isolation, distrust, and self- 
reliance. Such is the nature of this path. For the most part, it 
is a lonely walk down abandoned streets where the Necromancer 
ventures into the world of the dead; remnants of once lively towns 
which now lie in ruin and where the Necromancer is continually 
faced with despair, loss, and misery. Hence, the Necromancer must 
be steadfast. Again, the question is asked, where are you? Once 
more you must contemplate where you are and where you want to be. 
What is your purpose for undertaking this art? Necromancy is not 
for the feint of heart or the weak. You must be strong in mind and 
Spirit at all times and even when you witness your flesh beginning to 
fail due to the necrosis that comes from working in extreme intimacy 
with death, your will must carry you so that your Spirit can change 
the material world and render you immune to the maladies of the 
flesh. 

Aside from the many dangers of necromantic practice, there 
is also a required change of diet, lifestyle, and overall re-identification 
of self. Common practices of Necromancers who are beginning 
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their walk see this as an opportunity to start over. Hence, they often 
times will perform some act of symbolic death and rebirth. In the 
Cabal, many Disciples will shave their heads as a nod to the ancient 
Egyptian priests. Others will fast for a full month, only drinking 
water and performing death meditation before actually performing 
any other spiritual task. In doing so, the Necromancer kills off a 
part of himself that was so in tune with modern society and culture. 
Removing oneself from this allows reprogramming to begin and the 
Necromancer can be reborn. 


Changes in diet also help to assist the Necromancer in 
accomplishing this goal. As noted, fasting is integral down this 
path. Plain unleavened bread, honey, water, and organic whole milk 
is a very minimal and basic foundation for the Necromancer s diet. 
By reducing his gastronomic luxuries in place of bare minimums 
of nutrition, his body is cleansed of toxins while still having some 
necessary grains and minerals, as well as calcium, vitamins, and fat. 
Bread, honey, and milk are also common offerings given to the dead 
so it further aligns the Necromancer with the grave. Diet is not just 
about the act of eating, but about recognizing the purpose for this and 
embracing it. Everytime you swallow, a part of you dies while another 
is reborn in Keraktes. By allowing oneself to take on the visage of 
the dead in this manner, they replicate the acceptance of offerings. 
This simple act contributes greatly to the overall reprogramming 
of the Necromancer’s psyche, but also allows them to begin taking 
on aspects of the dead, which the grand goal of apotheosis is done 
through necromantic transfiguration, or Leichedom is the zenith of 
their mortal craft. 

As noted earlier, death is always enshrouding on 
the Necromancer’s territory and is continually entering the 
Necromancer’s life, usually taking something on its way back to 
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the Underworld. Many consider the Necromancer to be Suicidal 
by practicing this profane art. The Necromancer is entirely aware 
of his or her purpose and while this image is portrayed due to their 
fascination with death, they are in no rush to experience the first and 
second deaths without making the necessarily arrangements for their 
apotheosis. Also, the Necromancer is seen as a morbid, sick, twisted, 
and vile creature. Again, this is an exaggeration of the Necromancer 
and his or her studies. If anything the Necromancer is calculated. 
This deep, sometimes completely emotionless state comes from a 
true Spirit of the learned who is able to understand all aspects of 
the human being; what excites, what destroys, and so on. Nothing 
restricted, nothing denied or suppressed. If the Necromancer were 
to deny himself any single emotion, he would then be denying an 
aspect of his masterful understanding of the soul. Over all else, 
when studying, the Necromancer may be more militantly in deep 
meditative research and contemplation than Disciples of other 
magickal paths, but should most definitely accept all that is to be 
human. The Necromancer embraces both what is virtuous and what 
is evil, denying not a single opportunity to experience life, death, 
what lies in between, and what is both comprehensible and what 
defies logic or reason. Again, this further reflects the balance and 
understanding all that comprises the seasons of the soul. 


Being a scholar of the soul, the Necromancer allows himself 
to walk between worlds, neither fully becoming a living or dead 
being totally, however, the lure to indulge in each world requires the 
Necromancer to be in strict balance and not allow oneself to give in 
entirely. By keeping himself in tune with both worlds, he becomes 
a perfect emissary and can learn to effortlessly communicate and 
command the Spirits of the dead. It should be noted that the 
Necromancer’s ability to properly execute more advanced magicks 
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will require him to first master some basic techniques that will allow 
him to ensure success, or at least, an immense degree of precision 
and accuracy in ritual. Before offering these basics, you will surely 
find that the Necromancer, unlike other Magi, finds his true ritual 
to be very simplistic and does not require many of the standard, or 
even the more common ritual components as listed above. Sadly, 
most rituals have become overly ritualized which has birthed a 
bastardization of necromancy. Over any other Disciple of any other 
magickal doctrine, the Necromancer finds his path far more direct 
in what he works with, how the craftwork is completed, and how it 
manifests. Simplicity being the foundation for this line of magick, 
the Necromancer needn't look far to find all he or she needs for 


ritual. 


The Necromancer should continually be on the mission of 
attuning himself with the energies of the grave. By doing so, he 
learns to identify when death is coming, when it is in place, what its 
purpose is for being present, when and where it has come and gone, 
and to ultimately manipulate it. To better grow attuned to this form 
of energy, the Necromancer finds comfort, ease, and enjoyment in 
making places of pain, suffering, and death locations a common 
haunt for himself to surround himself with the essence of death and 
its predecessor, the pain and suffering of the dying process. This 
can be anything from a cemetery, hospital, or any location noted 
for its supernatural and ghastly activity. This shortcut helps the 
Spirit to learn to identify such graven energy and its level of intensity 
as well as how it manifested. Regular visitation, or to the extreme 
total inhabitation of such places, including acts of sleeping in tombs, 


upon graves, and near the dead and dying will hasten this process as 
well, 
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Charnel Whis pers 

Very simply, the charnel whispers are the words of dark power 
the Necromancer utters as he or she unleashes their innate Keraktian 
energy. The death essence invoked and rolling off their tongue, the 
Necromancer allows the voice of Keraktes and its rulings Spirits to 
vibrate into the world of flesh. In most instances, the words don’t 
need to be spoken in any great volume, as a whisper usually will 
suffice. The wispy roll of the tongue further aligns the Necromancer 
with the airy voice of disembodied spirits. In other situations, the 
explosive shout or shriek may better signify the Necromancer 's will 
during direct combat, hexing following some particular incident, or 
they may even be spoken is a moderate, cold, confident tone. Much 


of this depends entirely on the Necromancers personal style and 
mood. 


K eraktian Death Meditation 

In the Black Scriptures, a method of death meditation was 
offered. However, for the Necromancer, Keraktian Death Meditation 
will pull the flesh closer to the Underworld and allow the Spirit to 
fully open to the voices of the dead. 

REQUIREMENTS: None 

The Necromancer will require to retreat to a place of silence 
and darkness. This can be anything from a darkened bedroom, a 
designated ritual space, or to the extreme - a crypt or mausoleum. 
The basic need is silence, solitude, and darkness. The cooler the 
setting, the better though it should be comfortable. Next, the 
Necromancer shall lie on the ground in a position akin to any corpse 
and again, should be relaxed without having to hold the body in 
any particular pose. This should entirely negate any bodily needs 
as the Necromancer is working in the Spirit alone. The focus now 
should be on the darkness, the silence, the solitude, the chill of the 
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grave. Meditate on your own demise. How does it happen? Where 
will your body rest? Who or what will be present? Right now, 
the Necromancer needs to accept their own mortality and consider 
the circumstances of it, negating all occult ambition. Overall, the 
Necromancer is to completely observe in absolute detail his or her 
end. This reflection should move now from the mind to the body 
where the breathing is to continually slow down while the body 
grows rigid akin to the effects of rigor mortis as noted in the Black 
Scriptures. When the body and mind are aligned, the Spirit then 
will reveal the deathless aspect of this meditation whereby reality 
as we know it in the material plane will be transmuted to show the 
Eternal Grave. In this meditative state, simply take it in. Focus 
on no particular detail, only what presents itself. Gradually, the 
mind, body, and soul will separate into their independent bodies 
once more and loosen the meditation. This may lead to sleep, which 
is most common, or may in contrast rejuvenate the Necromancer. 
Regardless of the end point, the meditation will have performed its 
purpose. Similarly, this can be done without even requiring to focus 
on the beforementioned questions. 

Self-induced mock death or lethargy will overcome the body 
if the Necromancer simply allows himself to stop using the body for 
ritual work. Each part of the body is gradually calmed and allowed 
to rest lifeless until the Necromancer is no longer burdened by their 
body being at work - the heart slows, the limbs have no sensations, 
breathing grows shallow, and so forth. Do not force this or attempt 
to will your body to conform as this excites the mind rather than 
calming it. The Necromancer, by calming body and mind alike 
will open the gate for the Spirit to grow, become more aware, 
and ultimately, more influential in the physical, thus the ability to 
manifest the Spirit and the death essence in the physical becomes 
second nature. 
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Soul Reading 

This technique is most easily performed by first opening 
one’s Spirit via the Keraktian Death Meditations. The Spirit being 
empowered in this way, the ability as described below becomes a 
reflexive action that the Necromancer will not be able to deny or turn 
off. Essentially, soul reading allows the Necromancer to see into an 
individual’s soul with minimal concentration, if any. By reading 
one’s soul, the Necromancer becomes aware of all experiences that 
have occurred in the individual’s life as well as foresee their own 
demise among other details. 

REQUIREMENTS: None 

While there is no absolutely necessary component for this 
working, the Necromancer will find that by possessing a picture 
or other personal effect belonging to the individual they re reading 
will help them greatly. If you possess no such component, simply 
envisioning the individual will suffice. Otherwise gaze upon the 
picture, or pass the component between your hands, taking in its 
texture and purpose. The energy of this connection is key here, 
so you are advised to really open up to the flow of energy you re 
touching before going further. Once the energy signature becomes 
comfortable in your being, then simply call to Rishar, “Diviner of 
the dead, open the eyes of my Spirit that | may gaze upon all souls 
and know them truly as the beings they are and who they hide.” 
This invocation should be done with complete calm. Allow him 
to touch your Spirit. As he does, you will quickly grow aware of 
various facts regarding the individual you re focusing on. Focus on 
them one by one and take in every detail they reveal. This process 


you may perform as often as desired, though the more you do, the 
more reflexive the power becomes. 
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As this ability grows within your Spirit, you will no longer 
have need for pictures, belongings or other personal effects. Simply 
focusing on the individual in your mind will reveal this. When you re 
facing an individual in the flesh, this technique works even better. 
In this instance, the Necromancer needs only to gaze into the dark 
pupil abysses of the individual’s eyes, even if they are not looking at 
you. Gaze deeply without staring - remain focused physically and 
spiritually alike and the wisdoms of the soul will be revealed to you. 
Again, continued performance of this power will further empower the 
Necromancer and make it automatic. 

CHARNEL WHISPER: Sakraal (Sah-krae-ahl) 

Note: This can be used instead of the incantation above if 
you ve attained sufficient proficiency with this rite. 


These two skills become incredibly useful for the Necromancer 
as it helps to truly open the soul and align it with the death essence. 
It is from these two abilities that more powers will manifest. As we 
continue into the grimoire, we find just how useful these become as 
they are needed for the performance of certain vampiric rituals as 
well as further communicating and calling forth the dead, as well 
as uniting ourself as the transcarnate Leiche in with the Keraktian 
Spirits. The Necromancer uses these two simple techniques along 
with the ability to recognize, identify, and manipulate the death 
essence to build the entire foundation for his craft. What begins so 
simply will lead to the Necromancer walking between worlds with 
one foot always in Keraktes while the other tramples all obstacles 
that lie in the plane in which he resides. 


€ ssence Chan neli ng 


This simple exercise is used to counterbalance the effects of 
an overly positive or negative experience and its associated ailments. 
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Each is simple and similar; allowing the Necromancer to quickly 
retreat to a place of solace and remove any coming ailments or to 
begin removing effects already in place. 

REQUIREMENTS: None 

The Necromancer, attempting to hold himself in strict 
balance can many times fall ill to the negative effects of the art as 
well as outer circumstances. An overload of negative energy leads to 
mental fatigue and withdrawal as well as bodily sickness. Too much 
positive energy can lead to mental ailments of all sorts - psychosis, 
altered reality, and bodily weakness. Countering negative energy 
is performed by seating yourself in a straight back chair in a place 
of silent and solitude. Allow the hands to rest upon your lap and 
have your thumbs and index fingers touching. Your feet should be 
flat on the floor about shoulder width apart. Inhale at a moderate 
speed for seven seconds, hold it for a count of seven, and exhale for 
seven seconds. Perform this seven times to finish this exercise. To 
counteract positive energy, seat yourself the same except your feet 
will be together while still being flat and all fingers will be touching 
tip to tip. Inhale moderately for five seconds, exhale for five seconds, 
and hold for five seconds before inhaling again. Perform this five 
times to complete this exercise. Perform this in two hour increments 
if needed. If in doubt of your situation, perform both exercises as 
there is no harmful effect if the wrong exercise is performed. 


As this is also a pathworking grimoire, we take a look at 
the following assessment. Consider each point and continue on 
when you possess at least mild to moderate proficiency. Generally 
speaking, the Necromancer should feel comfortable in doing the 
works of this chapter and they should be executed in such a manner 
that the Necromancer knows that he or she will be able to perform 
the exercises, spells, rituals, or other techniques with a standard of 
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success. | tell my Disciples that they should possess such familiarity 
and prowess with each rite that they would completely confident and 
at ease Should I or another Master ask them to perform the rite 
to success, and actually be able to accomplish this task as needed. 
While it needn't be perfect, they should be able to be cast and the 
manifested result will undoubtedly come in an appropriate time 
frame. Should the Necromancer find this to be lacking in any 
respect, extra time and focus should be directed accordingly before 
continuing on further. 


Book I: The Necromancer 

f Are you able to identify your place in the cosmos? 

f Are you able to identify your purpose for practicing the 
necromantic arts? 

f Is the Keraktian Death Meditation a natural state to enter 
into swiftly? 

* Can you read not only your own vibrations and energies of 
blood and soul, but those of others as well as their basic memories? 
t Do you possess the necessary physical, mental, and spiritual 
faculties to begin performing necromantic rituals? 


Spirits of the 'Neraktian Court 


Book Two. Spirits of the Aeraktian Court 


Having obtained the basic foundation for Necromantic 
ritual, it becomes necessary to become acquainted with the Spirits of 
Keraktes. This is not only the Keraktian Lords, such as Zazazel and 
Nhilmice, but also the Black Spirits such as Mephilure or Adael. 
Keeping with the tradition of description, sigil, and correspondences, 
you shall find them all below in a manner that will offer a concise 
look at each Keraktian Spirit. To save ourselves from straying from 
the path, | will only go into detail regarding the Keraktian Spirits 
which have dealings with necromancy, death, and undeath. The 
component requirements of all Keraktian Spirits are those of: blood, 
bone, flesh, hair, human remains, grave dirt, ashes, dead or rotted 
organic matter of any type, burial cloth or clothes. Their colors may 
be any of the following or a combination thereof: black, grey, olive 
green, crimson, putrid yellow, white, and tarnished copper, brass, 
iron, silver, pewter, steel, and gold. 


Haszasel ) the Wurted Ring 
Zazazel was once a Necromancer and 
learned the arts by which to transfigure his 
body by altering the properties of his soul, so 7 
that should his body die, he could replace it or Y 
reanimate it, and thus live eternally. He knows 
how to speak with any dead soul, drain the 
life of another to replenish oneself, reanimate 
the dead, trap and bind souls, and can teach 
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all forms of necromantic knowledge to any 
Disciple seeking it. Zazazel appears as a half- 
rotted, halfmummitied corpse of a monk. 
He wears an iron crown and carries with him 
a staff made of iron, its shaft wrapped in flesh. 
At times, his grimoire, bound in the flesh of 
his nemesis and former mentor floats at his 
side. His familiar is a necromantic hybrid of 
raven and crow; seemingly both having been 
sewn together. 

CARDINAL COLORS: Black, grey, olive green 
CARDINAL METAL: [ron 

CARDINAL COMPONENT(S): Blood, bone, 
grimoires, magickal scrolls, spiritual essence, sulfur 


Abisal 

Abizal is the chainer and binder of rebel 
spirits, demons, angels, and thoughtforms. 
Those entities and manifestations which 
work contrary to the Necromancer soon 
find themselves ensnared by the unforgiving 
sadism of the Dead Chainer. Abizal appears 
as a gaunt, pale man with black pits for eyes 
enveloping pinholes of dark energy. His jaw 
hangs by threads of skin and he is adorned in 
layers of torn robes. In his hands, he carries 
spiked chains engraved with a multitude of 
magickal sigils. Spirits and corporeal dead 
alike are wrapped in chains following behind 
him. Their cries echo a choir of pain and 
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torment at the hands of Abizal and his cruel 
torture. 


Adael 

Adael raises the dead so that they 
may copulate with mortals and devour their 
souls through carnal acts. She teaches 
Necromancers how to summon her ilk and 
set them upon one’s enemy. She also teaches 
Necromancers how to consume the Spiritual 
essence and even the soul of others through 
her chosen forms of depravity. Adael appears 
as a recently deceased woman with pale skin 
and dark hair. Her eyes and makeup are 
purely ebon and she wears a habit made of 
human skin and hair. 


Airm 

Once a gypsy charlatan, gambler, 
thief, and black widow, Airimi's great vice 
was greed. As a mortal mystic, she relied 
heavily on her necromantic abilities to have 
Spirits assist her in her conquests to amass 
vast wealth. In Keraktes, she is the Lady of 
Trickery; Treachery, Deceit, Betrayal, Envy, 
and Greed all for personal gain. Airimi 
appears as a woman wearing the finery of a 
forgotten time and is adorned with a crown of 
tarnished gold. Her fingers, toes, wrists, and 
ankles all bear priceless jewelry of a similar 
time-worn look. Her eyes shine with a golden 
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shimmer and her words carry a seduction and 
allure that is almost impossible to resist, save 
for her mercy upon the Necromancer. 


AL yrune 

Ancient and ever-powerful, Alyrune 
was a great sorceress in Sumeria. Wandering 
through the deserts in search of further 
knowledge, she fell prey to an uruku which, 
when it attempted to slay her and drain 
Alyrune of her life essence, was destroyed 
due to the level of power projecting from 
her soul. The end result was that of Alyrune 
being transfigured into a vampiric entity. 
Her lifetimes of study nearly pushed her to 
insanity. In her last moments on Etheris, 
Matrigal came to her and opened the gate to 
Keraktes. There, she became his exclusive 
companion and a fellow patron of the 
vampiric and blood-stained paths. Alyrune 
appears as a slender middle-eastern woman 
with ebon hair that always looks as though a 
slight breeze is blowing through. Her nails 
and incisors are sharp which otherwise give 
away the supernatural essence of a mostly 
mortal facade. 


A tohn 
In the depths of Egyptian history, 
Atohn ruled the Kingdom of the Nile. He 


was once a notorious Necromancer who used 
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the wisdom of the Spirits to first extend 
his lifespan indefinitely while taking on the 
supernatural powers of the undead. This 
fueled his ascent by being able to erase and 
recreate memories of choice individuals while 
changing his appearance in order to mark 
himself the new Pharaoh. His rule lasted 
nearly eighty years before he was abruptly 
called down to Keraktes by Nhilmice. At 
first, his hatred and displeasure was immense, 
though he quickly came to realize that Egypt 
was a rather small domain compared to the 
planes which would ultimately serve him 
through the multitude of Necromancers 
throughout the multiverse. In Keraktes, 
he served as an interim ruler, setting the 
foundation for Zazazel. Atohn appears just 
like a great Pharaoh of ancient Egypt. His 
cloth however is made from human flesh and 
burial wrappings and his body appears entirely 
desiccated. Atohn is the patron of protective 
magicks, life-sustaining magicks, and of using 
the various Spirits of the Underworld to 
disguise oneself as well as to beguile others. 


€CBinaxyr 

During the second Crusade, there was 
a knight so bold, courageous, and daring that 
he quickly became an exalted member of the 
Templar order. His prowess was unmatched 
and his ever-growing hatred for all that the 
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Turks had set into motion beccan stronge 

than his faith, Thus, a bloodlust grew from 
his soul and ultimately consumed him. His 
soul was transfigured by use of his blood 

stained sword; his phylactery. The final result 
was a Demon in the flesh of man. For the 
next three hundred years, the knight swept 
through the Holy Land, slaying anyone who 
opposed his cause, which originally Was 
righteous and promoted freedom of religious 
expression, but became simply Opposing his 
right to rule over others and to take what he 
coveted. Alas, one evening he found himself 
gazing over a bridge into dark waters and 
found his image betrayed by the true face of 
his soul. This realization broke his mind into 
the understanding that he no longer belonged 
in this world for its ideals were too simple 
and small. Worlds would be his stage and all 
would bow before him. At this time, it was 
Matrigal who emerged from the darkness and 
offered him a seat in his Palace of Blood with 
the prospect of eternal life and an eternity of 
bloodshed. This offer was unbeatable and 
upon entering into Keraktes, he was given 
the name Ebinaxyr. He is the patron of the 
hateful, spiteful, of power, and victory over 
others, Ebinaxyr appears as a tanned man of 
approximately age forty. His eyes swirl with 
a black smoke and he wears black plate mail 
and wears a black surcoat. Upon it, a blood- 





Stained cross is stitched in with the hair and 
carved from human flesh. His greatsword 
forever drips with a constant stream of blood 
which merely enters his shadow and projects 
the image of a darkened pool of black oil and 
blood. 


Ehonod 

The Duke of Pride, Ebonod was 
initially a very weak albeit influential 
Demon in Maergzjirah. As the eons wore 
on, he eventually grew in power until he 
found himself influencing and possessing 
advisors, kings, queens, warlords, and other 
individuals of great power in the multiverse. 
Simply acquiring the souls of mortals 
was not enough. He coveted the material 
treasures of kingdoms lost. His obsession 
with monetary wealth killed off the infernal 
aspect of himself as he began to transfigure 
into something more human. Hence, it was 
Cernobog’s decree that he suffer a mortal 
death as punishment for losing touch with 
his Infernal self. Ebonod indeed suffered and 
upon the death of his soul; the second death, 
Zazazel intervened and stopped the process. 
Cernobog questioned and was delighted to 
find that Zazazel was to appoint him as a 
Duke in Keraktes; a patron of all those who 
would take their wealth to the grave. This in 
turn assisted Zazazel’s mission of obtaining 
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a mass horde of Spirits that would be used 
to overwhelm the planes for the glory of 
Maergzjirah and to assist all Disciples. 
Ebonod teaches Necromancers how to obtain 
wealth, protect their interests, and to hold 
steadfast all the Necromancer keeps close to 
their withered black hearts. Ebonod appears 
as a member of Tudor aristocracy dressed 
entirely in black. His short hair, and spike 
of hair from his chin are similarly black and 
leathern wings emerge from his back. 


Feyforne 

Once a member of the Rowan Court, 
Feylorne's intimacy with a dying world gave 
her immense power over the flow of life and 
death throughout the lands of the fey. Her 
very aura projects a disruption in the veil 
between the living and the dead. Her influence 
continued to grow and other fey became 
corrupted. Immortal creatures grew withered 
and corrupt until all that once was shone 
brightly reflected the death of the natural 
world. Sylvan entities rotted away, the plants 
shriveled, and the elements grew cold and 
unforgiving. Soon thereafter, at Feylorne s 
call, they all rose from the dust as undead 
beings under her command. She now serves 
Keraktes for it is through the Necromancer 
that the world shall wither and die. Feylorne 
is the goddess of the grave-bound fey and 
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undead spirits of nature. She appears as a 
beautiful nymph clothed in dried, withered 
leaves. Her eyes and hair are silvery white 
against her milky white skin. Feylorne can 
take on the shape of any creature of the wilds 
and despite her demeanor, is quite happy to 
help the Necromancer. 


Linordicoth 

The embodiment of the Grim 
Reaper is indeed Imordicoth; a native 
Spirit of Death who takes his throne in the 
Netherworld. Unlike Azrael, the Angel of 
Death, Imordicoth is cold, unwavering, and 
has no compassion or mercy for those whom 
he visits. His dominion is death itself; the 
separation of life from the body as well as 
the second death; that is, the destruction of 
the soul and end of the soul's existence. His 
path of gloom and fear is walked well by the 
hateful Necromancer. He is the Slayer of the 
Silver Cord; Keraktian Reaper; Left Hand 
of the Death Essence. Imordicoth appears 
as a rotten corpse clothed in multiple layers 
of tattered robes. A lantern hangs from his 
belt which shines with the souls of those he 
chooses to torment and a never-ending scroll 
also hangs near which accounts the name of 
any enemy the Necromancer has placed the 
death hex upon. 





Tinoth 

Once an embalmer and mortician 
living in America during the early nineteenth 
century, Gideon Reims became one of the 
first Disciples to operate outside of Europe. 
His patron was Zazazel and as such. his 
magick of choice was that of the Tower of 
Atrophy. His craft name was Imoth for it 
was ordained by the Buried King. Using 
dead soldiers, Indians, and the multitude 
of immigrants who fell to the many ills of 
the new land, [moth created a foundation of 
death which fueled his mastery and served his 
macabre obsession. His life spent in service 
to stealing away with the dead and exploiting 
their many secrets in the ancient Egyptian, 
Arabian, and Syrian methods, Imoth was 
invited into the folds of Keraktes upon his 
first death at the end of a musket. Imoth 
is the patron of grave robbers, undertakers, 
and morticians. Imoth appears as an old man 
dressed in a blood-soaked white shirt, black 
dress pants and boots, and a leathern apron. 
He teaches Necromancers the many ways to 
Steal the secrets and powers of the dead. 


Archabae 

Lost in the shadows of Keraktes rests 
the Spirit, Inchabae who has for millennia been 
the nameless force from the Underworld who 
has ignited the first spark of morbid curiosity 





in Necromancers. Learning of the mortal 
soul's desires, he raises the dead, summons 
spirits, and sends them to communicate and 
entice fledgling Necromancers into following 
the path of death. He obtains answers of 
the beyond and reveals them to mortals as a 
gesture that always leads to the individual being 
further drawn into the grave path. He teaches 
Necromancers various means by which to call 
upon the deceased and Spirits of Keraktes 
in order to set them upon a specific task as 
well as how to obtain otherwise impossible 
to know knowledge that would be lost to the 
grave. Irchabae appears as a shadow of a tall 
yet broken man. The smell of ash and death 
lightly carries with him and his voice is heard 
in the whispers of the wind. His preferred 
method of communication is that of having a 

host familiar to the Necromancer speak on 


his behalf. 


Rarasz uf 

For a long time considered a 
creature of myth, Karasz ul is the Tempter of 
individuals to the grave whereby she enslaves 
their soul. Many missing persons had often 
gone astray having travelled nearby or through 
a cemetery. Karasz ul takes many forms and 
is sometimes thought of in a sense similar 
to the biblical Demon, Legion in how she 
manifests through many different Spirits at 
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once. Karasz'ul can take the form of any 
mortal shape though she always does so in a 
form attractive to the individual she targets. 
She teaches Necromancers the means by 
which to use shapeshifting, illusion, and 
necromancy together in order to siphon the 
soul of another mortal to feed upon, empower 
one’s craftwork, or to fulfill any other dark 


purpose the Necromancer has in store. 


Watri qal 

The master of blood magicks, 
vampiric magicks, and his personal magickal 
rituals known as souldrinking. Matrigal 
teaches Necromancers the means of Vampiric 
Immortality, drinking another's soul, and 
how to obtain the powers of the Vampir as 
well as creating and calling forth the Vampir. 
Matrigal appears as a six-foot tall man with 
the attire of a deceased pope. His colors are 
entirely black, save for the traces of blood on 


his stained hands and mouth. 


We phif ure 

Initially a Demon working under the 
banner of Cernobog, she found many of 
her tasks were to assist Matrigal in assisting 
Disciples and Necromancers in obtaining 
knowledge and of invoking supernatural 
power. As such, through millennia of work, 
her spiritual essence changed into that of the 
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Keraktian Death Essence. Having gained 
immense power and controlling the total 
dominion of the art, Mephilure is the Maiden 
of the Supernatural in terms of possessing 
and giving such powers to Necromancers. 
Absolutely, it is she who teaches mortals 
how to obtain powers of the dead and 
undead. She appears as a fair woman albeit 
in the form of a human-sized porcelain doll 
dressed in mourning attire. She never blinks 
and her mouth moves very little despite 
how animated she is otherwise in relating to 
Necromancers who call upon her. There lies 
a legend of Mephilure having been cursed by 
a holy extraplanar force, though she has never 
directly discussed the matter neither for or 
against the claim. 


Wiairin 

In the plane of I[thalembor, there 
lie very secretive cults dedicated to the 
Nigh Mistress. They are a cruel lot and 
they derive both pleasure and power from 
draining the blood of their victims and usin 
it to create a myriad of compounds used to 
extend their lifespan, enhance their physical, 
mental, and spiritual power, and to control 
the flow of familial essence over the course 
of many generations. This cult is dedicated 
to Mirin. In comparison to our own plane 
of Etheris, Mirin is an ancient goddess, 
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Her dominion is that of blood magick and 
blood manipulation, immortality, family and 
hereditary curses, vampiric life draining, and 
awakening ones supernatural divinity. She 
appears as a human woman, nude save for 
a wild crown made from bones and a loin 
cloth made of the hair of virginal priestesses 
dedicated to all that is holy and brimming 
with light. When she wishes, spectral wings 
sprout from her back in order to wrap them 
around a Necromancer, taking them through 
planar veils. 


Watheabf 

With ashen skin, the hulking corpse 
is wrapped from the waist down with the 
remnants of a monastic robe. Chains wrap 
around his arms from the wrists. His jaw is 
powerful and at a whim disjoints and extends 
supernaturally to consume a large man whole. 
This is Mitheahl. He is the Devourer of 
Souls, Eater of the Buried, and Feaster of 
Flesh. He teaches his Necromancers the art 
of necrophagia; a black science and dietary 
extreme used to consume not only the 
deceased’s flesh, but also their memories, 
magickal powers, visage and persona, and 
spiritual essence as well. He also commands 
the hordes of Mitharok which are born as 
remnants of those he has consumed. They 
too can be sent forth by command of the 
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Necromancer to torment, assail, and consume 
3 
one s enemy as well. 


VNbhilmice 

Together, with her sister, Sylvara, 
Nhilmice wove a dark web of necromantic 
magick and horrid black magicks. Her 
sister sought to rot away the planes, whereas 
Nhilmice, patiently waiting for the world to 
die off, would raise the corpses of the dead, 
bind their souls, and forma legion of mindless 
cadavers to carry out her wishes. Now, as 
the personal servitor of Zazazel, and his right 
hand, she Works with Necromancers and 
teaches them in the mastery of necromancy. 
She teaches one to divine through death; 
bones, blood, rotted flesh, and how to raise 
the dead and form their own legion of undead 
servants. Further, she knows the ways by which 
to transmute a person into various forms of 
undead creatures, for it is her darkest delight 
to see the dead walk the planes and ravage the 
living. Nhilmice, like her sister Sylvara, is 
from a different plane entirely; Charnaggen 
d’Oloth. Her racial origin is Draelith and 
thus shows herself with nearly black, greyish 
skin, white hair, and violet eyes. She dresses 
in tattered cloth that is cut ragged and wears 
a white shawl that is fashioned to resemble 
a spider web. She carries with her a scepter 
forged from the femur of her godly nemesis, 
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who she never reveals its name, fearing that 
knowledge of it could raise it from the House 


of Dead Gods. 


Yiolih 

The Shadow Demon, Niolih is the 
Zhanith Mistress of the Dead. She does not 
reside in the Zhanith Court, though she easily 
could rule most of it through her raw power. 
She teaches the dreaded arts of shadow 
necromancy, which blends conventional 
necromancy with the twisted magicks of 
shade. She teaches the arts of summoning 
shades of the deceased, the undead, and the 
methods of the umbra transfiguration. Her 
methods are purely wicked and are alien to 
most, but to the Necromancer, it rings in the 
soul as gospel. Niolih takes necromantic 
practice to an entirely new level by blending 
the shadowy figments of death, the madness 
of dying, the insanity of the realization of 
being dead, the hunger of the deceased, and 
the hatred of the damned. She is an alluring 
woman of pale skin with black eyes, hair, lips, 
tongue, and nails. 


O xıbaero 

In the Hunger Pits of Keraktes, the 
dead feast upon carrion endlessly and hunt 
for further nourishment. Of these twisted 


gluttons of dead flesh, Oxibaero emerged 
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the Prince of them all. He appears as either 
incredibly gaunt or bloated and secreting a 
noxious aroma. His hair is long and matted 
and he seems to take on traits of both male 
and female victims depending on what he has 
just recently engorged himself on. Dozens 
of faces emerge from his stomach to scream, 
shriek, and wail. Oxibaero is the patron of 
the hungry dead such as zombies, ghouls, and 
carrion fiends. It is he who is called upon 
by Necromancers who require the mindless 
legions of the undead. 


Rishar 

Once an great apothecary named 
Richard, Rishar found himself giving shelter 
to gypsies and witches being hunted by the 
Inquisition. In order to learn how best to 
help them, he relied on divination through 
not only spirits, but more especially, with the 
corpses of dead inquisitors. Having complete 
mastery over this difficult art, upon his death, 
Zazazel called him to an iron seat in Keraktes. 
Rishar is the Magister of Corpse Divination 
in all its forms and is swift in assisting his 
Necromancers in mastering it likewise. 
Rishar appears as an older gentleman dressed 
in casual pants, a black tunic, and with his 
head covered by a cowl of black wool. 
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Siltin 

Drifting on the winds of fate, Silrin 
is the Mistress of Banshees and the Speaker 
of Death Curses. She appears as a woman 
recently drowned or hanged. She wears 
a white dress and carries a somber visage 
upon her face. When in the company 
of Necromancers, this often changes to 
something more welcoming, though upon 
unleashing her wail, her face distorts and 
reflects the death on her tongue. She teaches 
Necromancers how to call upon banshees and 
how to properly throw death curses. 


Sirah 

Having at one time been a slave 
to the Ottomans, Sirah endured torture, 
humiliation, and pains unimaginable. Àt 
the hour of her death, she made a death 
pact with whoever or whatever would answer 
her. It was Irchabae who came to her side. 
She offered her soul for the opportunity to 
rain exponential torment upon her captors. 
Irchabae went one step further. As a show 
of good faith from Keraktes, he gave her 
what she wished for and allowed her to retain 
her soul. Having been beheaded, Sirah's 
body tose from the dirt and retrieved her 
head from the basket. Her oppressors now 
terrified, she began to slaughter everyone in 
the camp until only she remained. Then it 
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was Sanazel who emerged from Xend nhilian 
to offer her a very special weapon - a scourge 
much like her own. Now residing in Keraktes 
and a malevolent Spirit, Sirah has become 
a goddess of murder, torture, and violence 
to Necromancers. She appears as a young 
woman no older than twenty adorned neck to 
toe in tight leather much like Sanazel, though 
this is fashioned from the blackened flesh of 
her foes. Her hair is dark and straight and 
glistens with blood. An ever-bleeding gash 
is hidden by a collar around her throat. She 
teaches Necromancers how to endure through 
death and to use the torments one has endured 
to amplify their hexes among the prowess of 
decimating one's enemies in the method so 
desired. 


Cenebrion 

Keraktes is if nothing else the house 
of darkness and bleak energy. It is forever the 
Witching Hour and there is no concept of 
light or sun. Tenebrion is a Keraktian Spirit 
who takes this very darkness and turns it into 
a force of immense strength. He is the Lord 
of Darkness and Keraktian Shadows. He 
teaches Necromancers how to use nocturnal 
energy to amplify their ritual work, to imbue 
shadows with the Spirits of the dead, and 
how to attack others with darkness itself. He 
appears as a modern cardinal though dressed 
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eatirely in black. From around his neck 
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C he Chanters 

The Chanters are three unique and 
individual Spirits in one manifestation: 
Mithaerus ruling over visual art, L'lura: verbal 
and literary art, and Becharah mastering 
musical art. The Chanters come to the 
requirements of the Necromancer to motivate 
them, inspire them, and assist them in their 
creative ventures. They are spectral indeed 
and always come together. Mithaerus shows 
himself as an Edwardian gentleman while 
L'lura manifests wearing a red corset, red 
dress and a black shawl. Becharah comes 
forth with the finery of a medieval bard. 


Defsharvn 

In the unfortunate circumstance that 
one should love another who is taken from 
Etheris, it is Velzharyn who is called upon 
to look after them and keep them well until 
such time that the two shall meet again. 
She teaches Necromancers how to keep 
our loved ones close after death and how to 
reach them through the veils in all manner of 
manifestations as well as through all senses. 


She is the Unifier of Spirits and Lovers in 
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the Pale Void. Velzharyn appears as a woman 
dressed in a plain olive dress with a black 
apron and a simple black headpiece. 


Drstaeryn 

The Necromancer will at some point 
come to make a phylactery which will be used 
to hold their soul and transfigure for their 
undead apotheosis. It is Vistaeryn who is 
the Magister of Phylacteries. She teaches 
masterful craft of indestructible phylacteries 
to all Necromancers who seek her wisdom. 
Vistaeryn appears as a newly deceased corpse 
with a hint of blue to her pallor. Otherwise, 
she is dressed in dark robes seen by many 
hedge witches of old. Her eyes emit a dim 
glow of red and she speaks in a shallow tone 
barely more than a loud whisper. 


Drykanus 

Knowledge is both a treasure and a 
weapon. It is what the Necromancer searches 
for as do many Magi. Vrykanus however, has an 
obsession with consuming all knowledge of all 
things that this hunger rivals that of Oxibaero’s 
for flesh. He is the Torturer of Souls for he does 
so in order to obtain their innermost secrets. 
He seeks forbidden knowledge over all else and 
wishes to learn the weaknesses of rival entities as 
well as the power of all creation and destruction. 
He teaches Necromancers how to extract one’s 
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most precious knowledge and how to do so while keeping the individual 
or even the Spirit, Angel, Demon, etc. submissive to you henceforth. 
Vrykanus appears as a slender man with short oily hair. His eyes are 
dry and bloodshot and his features are chaotic. He wears a black robe 
held by a cord belt. A small imp-like creature made from patches of skin 
stitched together carries with it a magickal book containing all knowledge 


Vrykanus has acquired. 


Having acquainted oneself with the Keraktian Spirits, the 
Necromancer should begin to align himself with their individual 
presence and energies. While they may be in some ways similar, 
there is no doubt that they will each present a very individual sense 
of self that the Necromancer will come to recognize in even the 
slightest trace. Further, the Necromancer must be certain that he 
or she finds at least a few of the Spirits which call directly to their 
soul for these shall be forever exchanging a part of their essence with 
the Necromancer with every aspect of death magick cast. Regular 
communion with the Spirits is key for a lasting personal and ritual 
relationship with the Keraktian Spirits. 


Book II: Spirits of the Keraktian Court 
f Are you able to identify the Spirits by their individual essence? 


* Have you aligned your soul with at least three of the 
Keraktian Spirits? 

t Do communion with your chosen Spirits come easily and swiftly? 
f Was success found in ritual work in which you called directly 
upon a Keraktian Spirit for their profane intervention? 

f Dothehordesand Legionnaires of the Keraktian Spirits come 
at your call? 


53 


Syf van 2lecromancy 


Book Chree. Sylvan Ylecromancy 


One of the first lessons | learned as a novice Necromancer 
what the innate power of death in the natural world. Yes, the world 
around you that is blossoming new flowers and breeding more living, 
breathing creatures. Surprisingly, this has been overlooked so often 
that the concept of sylvan necromancy seems like an oxymoron or 
work of fiction. It should be understood that fey death magick 
disrupts the natural flow of life and death and can do anything from 
assisting in rebirth, growing or killing off plants and animals, and to 
more extremes, disrupting the life force in individuals which can lead 
to death in many instances. 


Feylorne is the Keraktian Spirit holding dominion over dead 
fey, the Unseelie, Sith, and natural elements of death. She in fact 
is Sith, but she should not be underestimated. Her dominion is 
the death that flows through the decaying world, dead and dying 
plants and animals, and even corrupted elementals. Wastelands and 
deserts have often been a creation of her handiwork. Therefore, she 
is often times given thanks or offered some nominal sacrifice to 
honor her assistance. However, as noted in the previous chapter, 
the Necromancer speaks to the Spirits in every aspect of his craft 
and therefore is not completely obliged to make some form of 
honorarium whenever a rite is performed or spell cast. 


Before beginning any sylvan necromantic rites, the 
Necromancer is encouraged to scour the wilderness regardless of the 
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season to search out for dead plants, leaves, animal remains, fallen 
and withered trees, and so forth. Depending on the climate and 
season, autumn and winter also offers a special boon as the natural 
cycle kills off much in autumn and the harsh winters make the world 
a very desolate wasteland of snow and ice capable of snuffing out 
the flame of life after only a few minutes in the right conditions, 
The Necromancer should take all of this in as it serves not only as 
a way of absorbing the death essence, but of also keeping the Spirit 
in a very strong state of balance between life and death; the natural 
material plane as well as the plane of death - Keraktes. Spend time 
gathering dead components; leaves, branches, bones, bark, roots, 
furs, and anything else that has been touched by death. Contemplate 
each of these components as you harvest them through the means 
by which they died. Again, take it in. Be sure to take some time as 
well to meditate within the elements. Even taking time to appreciate 
your surroundings and allowing yourself the Opportunity to think 
contemplatively and deeply will yield the surge of power from the 
elements needed by the Necromancer. 


Capping the Graveffow 

This technique is employed by the Necromancer to perform 
a multitude of tasks. Generally, one can gather impressions of the 
forces of death in the area, who or what has come and gone in a 
basic time frame, and can channel inwardly and outwardly the death 
essence into the elements. On a grander scale, this power is used 
to plant seeds of withering, curse the land, charge the elementals, 
plants, and animals to carry out some dark task akin to a geas, and 
can also kill off any living thing that crosses into the area. 

REQUIREMENTS: None 

CHARNEL WHISPERS: Sarlyfae (Sar-lih-fay) 

This rite begins by digging a hole in the ground about two 
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feet deep. Place stones, bones, bound leaves, or crossed branches 
at approximately equal distance from the hole. You should ys =i 
least three or four points to create a general area. Using two or less 
doesn’t ensure a structured zone and the range of your work won't 
necessarily be confined as needed. Return to the hole and kneel o, 
sit as is most comfortable to you. Place your left hand into the hole 
and cover it with dirt. Do not pack it down deep as you will need 
to move your fingers, but keep it dense enough at your wrist so that 
the dirt won't move and reveal your hand. As the cold dampness of 
the earth envelopes your hand, close your eyes if need be to focys 
on allowing the currents of the elements to channel into your Spirit 
through your hand, which is acting as a root. This should come as 
easily as sensing the death essence. Simply open your soul. 

If and when you ve chosen to unleash a wave of death into the 
area, simply allow the means of its manifestation, its severity, who or 
what it will affect, and how it will manifest to fill your mind. Already 
being in a state of necrotic alignment, allow this energy to channel 
through your mind, spirit, and body. As it settles into your hands, 
allow the energy to crackle at your fingertips. This energy, fueled 
by your Spirit and intention will swell within your hand. When you 
are ready to unleash it, simply speak the charnel whisper and allow 
it to flow forth into the ground. Much the same as leaving a place 
of death, so too will this energy drain into the earth. This effect will 
remain so long as the earth exists, so use as necessary. 


Curse of the Shattered Souf 

Used as a medium by which to bind one’s enemy to fragile 
elements, the hex is placed to destroy one’s enemy's three bodies 
simultaneously. This destructive curse continues through a season 
which ends in devastation of the Necromancer’s target. 

REQUIREMENTS: Dead and dried leaves, or flowers 
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CHARNEL WHISPERS: Karindal (K’r-ihn-dawl) Mykarthis 
(Mih-car-thih ss) 

Gather a handful of dead leaves or flowers. lf they have 
already dried out, this works out for expediency. Otherwise, you will 
need to allow them to dry out fully to make them frail so that you 
can crush them into a fine powder in your hand. You can use any 
combination of these and they do not need to be of any particular 
species, though many Necromancer prefer to use any leaves, flowers, 
even bark or dried roots that came from poisonous plants or those 
aligned with death, such a white oleander or nightshade. This is 
entirely up to you. Now, as you gather them, consider the individual 
who you shall lay this curse upon. Each leaf or flower represents 
some aspect of the mind, the body, the spirit of the individual. Call 
it out and name it as you harvest the components. When you feel 
satisfied with what you ve gather, you may continue the curse given 
they are dry. 

Begin to crush the leaves or flowers in the palm of your hand, 
allowing your fingers to trample and break them apart, driving down 
like nails into a coffin. Watch them closely and imagine your enemy 
being crushed with despair, haunts, past failures, physical, mental, 
financial, spiritual, and familial unravelling. As you do, when you 
feel it, speak “Karindal”. Once you finish creating the leafy powder, 
blow them from your palm and speak, “Mykarthis” as they scatter 
into the four winds to complete the rite. Again, it is important to 
note that this rite does not yield immediate results. While some 
may observe nearly instant changes, generally speaking, it requires 
the full natural season to completely manifest as the Necromancer 
has devised. 


Conjuring Death €fementals 


Elementals are powerful beings made of natural elemental 


59 


energy and spiritual energy. In this rite, the Necromancer conjures 
the Death Elementals, the favored brutes of Feylorne’s domain, 
Capable of carrying out most commands the Necromancer char es 
them with, they are indestructible beings of immense Strength and 
ability both in the spiritual and material plane. 

REQUIREMENTS: Fresh leaves or bark, bone of an animal four 
or more rocks or stones found in nature, vines or natural twine or rope. 

CHARNEL WHISPERS: Vathiri mykoral (Vah-th cer-ee' mih-kore-ab) 

Unlike most conjuration rituals, this is incredibly simple. 
The Necromancer will first begin by gathering the required 
components noted above. You may use any number of rocks found 
in the wilderness, though four is the absolute minimum as they are 
to be placed at the cardinal directions, so a compass will come in 
handy. Otherwise, rely on the knowledge of moss growing on the 
north side of a tree to give you a sense of direction. The bone(s) you 
will acquire should be from an dead animal found in the wild as well 
to keep in tune with the natural energies. For every bone you acquire, 
this will equate to one elemental to be conjured. The leaves or bark 
you harvest should be allowed to soak in water in order to soften and 
become pliable without breaking or tearing. While natural vines 
harvested from the woods is best, you may use natural twine or rope 
to substitute if needed. Now, the creation process begins. While 
sitting in a natural place, you will proceed to wrap each bone with 
leaves or bark. Once wrapped, use the vines or rope to tie it closed 
so it is kept in place. What you will now have is known as a Death 
Elemental Seed. Next, place the stones at the cardinal directions. 
Any additional stones should be placed at equal intervals between 
them. Dig a hole into the earth within your circle of stones at least 
a foot or more deep. Bury the elemental seeds within the circle. 
When the moon comes high, the elementals will be called forth 
trom Keraktes. You will not need to wait for this. In fact, if buried 
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early in the day, you may return to find them near. Simply call them 
forth by speaking the charnel whisper within or near the circle of 
stones and they will reveal themselves. As the Necromancer who 
has given rise to the Death Elementals, they will answer and serve as 
charged. If at any point you wish to remove the seeds, do so from 
the circle and then gather the same stones as this will make it much 
easier to replant the elemental seeds elsewhere. 


Anointing Ylature with the Death Essence 

In ages past, Necromancers used this spell to anoint any 
particular natural component; a tree, fruit or vegetable, even insects 
or other animals with the death essence. While this will ultimately 
wither and kill off any living thing infused with it, its main purpose 
is to destroy one s enemy by allowing the anointed subject to come 
into contact with the targeted individual. 

REQUIREMENTS: Object of your choice to be infused with the 
death essence. 

CHARNEL WHISPERS: Urithmykaris (Yoor-ith-mee-kar-ihss) 

While we understand that the death essence is everywhere and 
it travels freely and naturally throughout the world, the Necromancer 
has learned the specific means by which to channel it into other 
things for use along his or her mission. The first objective is for 
you to select what will be anointed. As mentioned, it can literally be 
any natural thing: food, plant, animal, etc. Once you ve chosen the 
vessel for this, you will next need to hold it with both hands firmly. 
Close your eyes and envision how this vessel will contact your enemy 
and ultimately deliver this hex. Also, you will need to foresee the hex 
befalling the individual(s) as you see fit. For some, this is extreme 
illness, for others it is delusions, hauntings, or worse. It is up to 
the Necromancer to decide how it will manifest through the charnel 
word. Having filled your Spirit with intent and having allowed it to 
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play itself out in your mind's eye, slowly exhale upon the vessel m 
you allow this swell of necrotic energy to flow out in your breath and 
through your hands into it. Now, open your eyes and gaze upon the 
charged vessel and speak the charnel whisper to seal the fate of the 
vessel and your target(s). 


Calling the Baobhan Sith 

Baobhan Sith are indeed creatures of the fey, however they 
are also vampiric beings; female Spirits under equal authority of 
Feylorne as being fey and Silrin as being banshees. Surprisingly, 
they do not serve under such Vampiric patrons as Matrigal or 
Alyrune. They are vicious, voracious creatures of the night and are 
to be handled with respect for even unto the Necromancer, while 
they will ultimately serve as charged, their hunger coupled by their 
evil nature at times makes them difficult to work with. 

REQUIREMENTS: Blood from the Necromancer 

CHARNEL WHISPERS: Casari (Kah-sar'ree) Zj kylith (Zhee-kaitih'th) 

The Baobhan Sith will not come during any hour when the 
sun is present, even during dusk. They must be called once the sun’s 
glow fades beyond the horizon. Create a small hole in the earth and 
speak “casari” to open the vortex of the hole in the earth. Draw blood 
from any part of your body and allow the blood to drip into the hole. 
Fill in the hole and speak, Zi kylith” to call forth the Baobhan Sith. 
Understand that each drop of blood will call forth one of these vampiric 
Spirits, so there is no great need for an excess of blood. Also, once 
called forth, ensure that you respectfully offer them to partake of the 
blood essence you offered in the calling process. It is unlikely that they 
will remain around to assist or answer you in following nights unless 
the rite is performed once more. When dawn approaches, whatever 


contract was made during the night or any charge given will be broken 
upon the sun reaching the horizon. 
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Summoning the K eraktian Har que st 

Legends of the ghostly black dogs guarding the dead in 
graveyards or hunting those who have made pacts and their time 
has now run out is not a product of folklore. The Barguest could 
rightly be suggested to protect the dead. However, the Keraktian 
Barguest hunts the Necromancer’s enemies, haunts those who have 
ill intent for him and protects the other Spirits the Necromancer 
has conjured forth to help him. As a sort of ghastly servitor, the 
Keraktian Barguest appears as a black dog with glowing eyes, razor 
sharp teeth, and about two or three times the size of a German 
Shepherd. They walk in darkness, but have been known to stalk 
one s enemies even in broad daylight. They are to be feared by those 
being hunted by them as they will sooner or later be dragged into the 
cold darkness of Keraktes. 

REQUIREMENTS: Skull or teeth of a dog. 

CHARNEL WHISPERS: Sahlrios (Sawl-ree-ohss) Valiaket 
(Vuh-lee-uh-keht) 

As with all sylvan necromantic rites, the organic components 
should be harvested when the Necromancer can rightly assume the 
manner of death was natural or at least not caused by an extreme 
method such as sacrifice. With the skull or teeth in hand, during 
the first two hours of the night, you will seek out any graveyard and 
proceed to create a deep hole in the earth in the middle of the opened 
Leiche gate; the threshold of the gate. Bury the skull or teeth deep 
enough so that it is well covered and pack the dirt down tightly. 
Then, with a finger make a large circle around the hole and speak 
the charnel word, “Sahlrios” which will then be followed by making 
an even larger “X” which will cut through the circle you drew around 
the hole. The charnel word “Valiaket” is then spoken to complete 
the conjuration. At some point in the night, the Keraktian Barguest 
will make its presence known via semi-corporeal manifestation, a 
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howl, snarl, the faint glow of its eyes in the distance, or in some other 
means. When this occurs, proceed to tell the beast who it Shall 
haunt and hunt. When the individual has been handled accordin 

to your charge given, you will revisit the place the skull or teeth were 
buried and simply draw a crescent moon over where you made the 
circle and x. This will release the barguest from its servitude. 


Weaurder 

Calling forth the heralds of death, the Necromancer is able 
to conjure a murder of Keraktian Crows to observe and foretell of 
death and place death marks upon ones enemy. 

REQUIREMENTS: Feather or bone of a crow, handful of sea salt. 

CHARNEL WHISPERS: Kanath (Kah-nah'th) Myritrial (Meer- 
iht-ree-ahl) 

As with all other organic components, the Necromancer 
should ensure to acquire it from a specimen that has passed naturally. 
With the feather or bone in hand, you shall retreat to a forest or 
corn field. Proceed to dig a circular hole large enough to bury 
the component. Before placing it in the soil, hold it to your third 
eye and envision the shadowy murder of crows coming up from an 
opened black vortex in the ground and gathering around you, ready 
to obey your command. As you do this, whisper the charnel word, 
“Kanath’. Place it within the hole and sprinkle the salt over top and 
proceed to cover it with the unearthed soil. Allow at least twenty- 
four hours before calling them as this time is needed for the salt to 
begin dissolving and naturally applying itself to the feather or bone. 
At any point, during the dark hours between dusk and dawn, speak 
the second charnel word. “Myritrial” to conjure the crows. Once 
they manifest in their own way, simply give them their command to 
which they shall scatter into the darkness. Upon their return, it may 
be still where you are, or they may manifest in shadows, dreams, 


visions, or other death meditations to relay the results of their work 
to you. 


Awakening the Totenkopf HofunSer 

By marking and awakening an old tree, the Necromancer 
opens the gates into Feylorne’s domain whereby the darkness 
and undeath of the Keraktian feylands floods forth and offers the 
Necromancer the ability to call upon various sylvan forces to spread 
the death essence into the natural world and gain deeper insight into 
the Feylorne's kingdom. This rite was brought to the Cabal by a 
German Necromancer named Lorelei in 1796. 

REQUIREMENTS: Tree of the Necromancer’s choice, blood 
from any natural source, raw meat of any source. 

CHARNEL WHISPERS: Carseht (Kar-sehkt), Sorybrom 
(Soor-ee-bruhm), Vintariis (Vihn-tay er-ee-is) Careszt (Kahr-eh’zh't) 
Tykaerim (Tih-kay'r-ihm). 

Scour the forests until you find a tree that calls to your 
Spirit. This tends to be a very large tree that has recently died due 
to the inability to draw enough water through its roots due to overly 
dense vegetation. While this is the most common type that calls 
to Necromancers, it is not always so. Regardless, once found, you 
shall begin to strip away the bark until you reach the smooth layer 
beneath. With the blood which you have acquired from any natural 
source, including yourself if you desire, you will coat the palm of 
your right hand and place it firmly against the tree and speak the 
charnel whispers above. As you do, envision a hole opening up 
where your hand is placed. From this hole comes vines as sharp as 
razors and as black as tar; caccoon-like forms begin to hang from the 
branches only to blossom into decapitated heads all chanting their 
Own incantations; a cold wind stirs upward from beneath the earth 
and creates a winding torrent that encircles you and the tree. Ashes, 
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leaves, soil, and disembodied voices continuing to swirl aroung you 

Speak to the Death’s Head Elder by naming it “Elder (Name)” 
and proceed to tell it who you are and what you wish for it to do h 

way of unleashing sylvan Spirits of undeath into the world as Your 
messengers, agents, guides, and blood-thirsty fiends. When YOU are 
finished, thank it and release your hand. Kneel down at the hase af 
the tree and dig a hole approximately one to two feet deep and place 
the raw meat within. Cover it up and explain to the Death's Head 
Elder that you have placed an offering at its feet to honor it and 
breath a new life force into it. Everytime you visit the Elder, ensure 
to bring an offering of raw meat or blood to bury at its base. 


Curse of the Reraktian Wirunter 

A particularly wicked dual rite which both conjures the Frost 
Wraiths of Keraktes and also cursing one's enemy, this rite has been 
used to dispose of one’s enemies during the winter months, or more 
advantageously in perpetually cold climates. 

REQUIREMENTS: Icicle, blood from the left hand 

CHARNEL WHISPERS: S'lyrviith (Suh-leer-vee-ith), Carsina 
(Kar-shih-nuh) 

At any time, so long as it is cold enough to support the 
creation of icicles, you will require to find one of an appropriate 
size which will be able to stand freely during your ritual. With this 
acquired, you will quickly dig a small hole in the ground and place 
the icicle within so that it stands. Next. you will draw blood from 
your left hand and allow it to drip atop the frozen spike. You will 
need at least six drops of blood. As you anoint the icicle, envision 
your blood, upon reaching the frozen ground instantly brings rise 
to the Frost Wraiths - the twisted souls of evil individuals who 
frozen to death. As their mental presence surges in your mind s eyé 
speak the charnel word, “S'lyrviith”. Then, allow your mind to focus 


60 


on your enemy. Whoever it may be, see them becoming lost in a 
blizzard. This may be while walking, driving, or working outside. 
This is due to the Frost Wraiths surrounding them and creating a 
false vision of where to go. Having caused this illusion, your enemy 
begins to follow the would-be trail to their hopeful salvation, only to 
be taken off track and into the gaping maw of the Wraiths’ hatred and 
voracious bloodlust. As you envision their demise. speak the second 
charnel word, “Carsina”. Next, with the appropriate anointing of 
blood over the ice, grab a handful of snow with your left hand and 
sprinkle it over the icicle to seal the rite. 


K eraktian Pestifence 

Unlike the unleashing of pestilence in a manner akin to 
Dranimarsh’s magickal force, the Necromancer directly infuses 
the living world with the deathly essence of Keraktes; summon the 
Spirits of virulence, the ghosts of plague, and consequently spread 
contagion which will give rise to servants of Keraktes upon their 
falling. Plants and animals wither and rot; their essence poisoning 
the environs. Those mortals who cross through the infected area 
develop the profane illness and soon thereafter succumb to it. 

REQUIREMENTS: Black salt, mandrake root, blood from oneself 

CHARNEL WHISPERS: Silath (Sy-tah'th) M'rykael (Mor-ih-kay-ell) 

First, you shall acquire mandrake by drawing a circle of black 
salt around it and during the Infernal Hour (twelve midnight through 
three ante-meridian) you shall dig up the root. After uprooting the 
mandrake, you will then draw blood from your right hand and allow 
three drops of blood to fill the hole. Cover it and when you ve 
returned to your own necropolis, wrap the mandrake it black cloth. 
When you choose a location where you wish to plague the land and 
all life that connects near it, you will, during the Infernal Hour begin 
to dig a hole in the apex of the area and proceed to bury the mandrake 
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root completely and then anoint it with three drops of bloo 
speak, “(Name you shall give the root), I anoint you with the blog 1 
of the Damned.” Cover the root partly with dirt and anoint the soil 
with three drops of blood as you speak, “Feylorne, reach through the 
gates of Keraktes and wither this world with your dead, sylvan hand” 
Fill in the rest of the hole and anoint it thrice and speak, “Darkness 
fall over this vortex of undeath. Death, stalk this land and touch the 
life source of all things that pass through. Zazazel, preserve all allies 
of Keraktes and stay the hand of Death from them. This gate now 
opened shall not be closed until you, Feylorne deems its suitable fo, 
locking this portal of virulence. M’rykael.” This shall complete the 
rite. Do not be surprised if mandrake begins to grow in this area 
along with other poisonous plants. This can and does occur, while 
other times, it simply will lead to an absolute withering of all life in 
the area. 
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Black Water 

The Necromancer’s ability to poison the proverbial well is 
a key element in eliminating enemies and encouraging the Spirits 
of Keraktes to fill an area and inhabit every atom in the area. The 
Black Water Hex was originally used by Necromancers in Hungary 
who poisoned the bodies of water taken by the Ottomans during 
their invasion of Europe. Their ability to not only spread a mortal 
and generational curse through water, they also were able to 
simultaneously hex the fish in ponds, lakes, and streams who would 
be ridden with a supernatural bloodlust and voracious need to kill all 
that would enter the watery wasteland. 

REQUIREMENTS: None 

CHARNEL WHISPERS: Sorkyranith (Sorr-kye-rah-nih'th) 

The first and most obvious stage of executing this rite is 
to determine the body of water to be made brackish and deadly. 


66 


Communal wells, lakes, streams, rivers, and even entire oceans can 
be transmuted. The larger the body of water, the more powerful 
the Necromancer must be in order to spread this curse. Leichees 
seem the be the only ones capable of being able to afflict mass 
areas such as lakes, but the concept remains the same. When you 
have chosen your watery target, you will go to it at the hour of 
dusk and will sit comfortably in or at the edge of the water, or 
stand with your feet submerged as you choose. Extend your arms 
outward and allow them to hang slightly; your hands also hanging 
like branches of a tree. Close your eyes and obtain a mental image 
of your surroundings. Allow it to blur and distort, blacken and 
rot away into a grey wasteland. The water turning black in your 
mind and growing frigid, poisonous, see yourself now too a withered 
reflection of your mortal flesh. 

This meditation will call up the death essence from Keraktes 
and allow it to flow through you until it erupts through your crown and 
rains down from your fingertips. When the energy grows too strong 
within a mortal body, it will forcibly black out the Necromancer, 
even in the Spirit it will grow dark. This is perfectly normal and 
should be embraced. This is different from physically blacking out 
and losing consciousness as you will still have your bearings-however 
the physical, psychic, and spiritual sight will be blinded temporarily. 
Now, with this feeling overcoming you and all lies in darkness, speak 
the charnel word and allow the Keraktian death essence to flow out 
of you, thus returning your sight and lifting a heavy weight from your 
Spirit. This completes the rite. 


Cyes of the Drakaerfey 

Unholy slaves to Death and bound to the elements, the 
Drakaerfey are the souls of druids, shaman, witch doctors, and other 
magi who work their entire craft through nature and its devices and 


have been killed by the Sylvan Keraktian Spirits, thus too Joining their 
ranks. The Drakaerfey are hateful, spiteful, and desperately trying to 
return to the world from which the shade and soil that has swallowed 
them and buried them under the eternal force of the grave. When they 
do manage to reach the surface of Etheris, they are a horrific beast to 
contend with. Of course, the Necromancer has them on their side þ 
virtue of his relationship with Keraktes and Feylorne. However. upon 
their self-appointed exhumation, they possess supernatural Powers 
which rival the great undead fiends like Leichees, vampires, and the 
black saints. One such potent ability of the Drakaerfey is in thei, 
gaze which paralyzes the body, cracks the mind, and rots the soy 
The Necromancer learns to replicate this in both a direct and indirect 
form in order to unleash this upon one's enemy. 
REQUIREMENTS: Black paper or cloth (indirect form) 
CHARNEL WHISPERS: Kazan-koraeth (Kah-zah’n-koh-eur-ay-ith) 
Direct form: The objective is quite simply with this spell as 
you will need to first gaze directly at your target and secondly to allow 
for a visualization. When you have your target fixed in your gaze, 
focus on them completely. Do not lose sight of them. Should they 
walk behind another individual or a wall, you will likely need to move 
as well to keep them in your sight, unless you are more advanced to a 
point which you will be able to retain a vampiric type of tendril that 
comes from your Spirit and strangles their own. Fixed in your glare, 
allow your hatred for this individual to rise within yourself and ensure 
that during this process, all goes black around them as your gaze 
narrows. This can lead to Staring, blurred vision, or the eventual 
complete absence of the individual from you conscious vision efforts 
(which is actually preferred as this means you re operating much 
deeper than the flesh-the Spirit being completely in control). As 
your gaze reaches its most focused point, your emotions should also 
be at their peak. When this occurs, simply speak the charnel word 
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as the mental image of them being instantly broken to a desiccated 
shell of its once vibrant self. This overlapping will make its necessary 
magickal union and will release your fixation, 

Indirect form: As above, it is best to first see the individual 
in their flesh. In places where having your gaze upon a person could 
be easily noticed and you easily distracted, this form is utilized. 
However, it is repeated again that you should first see the individual 
to obtain a very sound image of the individual as they are in the 
present moment. Then, retreat to a place of seclusion and gaze upon 
the black paper or cloth. This too may be anointed with any special 
necromancy-aligned oils or buried in a graveyard for at least one full 
moon cycle for much greater potency. Gaze deeply into the black 
cloth and allow your enemy's image to fill the darkness. All that 
should surround your vision is blackness and the target succumbing 
to horrific pain and death. Again, as this image emerges at its most 
clear point, your hatred and sadism should similarly be joining it 
on the same level of intensity. The image of the Necromancer s 
target being overwhelmed with entropic energy should then be 
accompanied by the spoken charnel word to unleash the dark power 


of the Drakaerfey. 


Book III: Sylvan Necromancy 
f Are you able to sense the levels of life and death in natural surroundings? 


f Can you decipher base elemental energies as they channel 
through your spells? 

# Have all rites, spells, and rituals been successfully cast? 

f Do Sylvan entities under the patronage of Feylorne come 
to your call? 

+ Has the death essence with 
at your command? 


ered aspects of the living world 
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Aeraktian Ylecromancy 


Book Four. Aeraktian Ylecromancy 


“Neither the sun nor death can be watched with a steady eye,” 


First acquainting oneself with the natural energy flow of the 
death essence, we may now continue further into the supernatural flow 
of undeath that is derived from the Infernal Underworld, the Eternal 
Grave, the Charnel Field; Keraktes. While necromantic magick can 
have notable sources from throughout the planes; sometimes coming 
directly from the residual spiritual essence of the dead, from Demons 
holding dominion over death, or from other lesser planes, the most 
potent, true, and unstoppable necromantic forces hail from Keraktes. 
While I hate to note it as being “true”, it simply cannot be measured 
or compared whereas other necromantic formats, such as those found 
among Judeo-Christian-based rites like the many works of John Dee 
for example. Here, we focus on the continued necromantic practices 
of the Keraktian path which utilize very few components, but relies 
on the direct channeling of necrotic energy paired with the vibrational 
exchange of speaking the charnel whispers. 

Keeping with this line of thought, I wish to share a bit of 
knowledge that is continually argued throughout history which 
also should allow the individual to think on the matter of their arts 
without further question. The point here arose as | considered the 
fact that there will be Necromancers who think they're drawing 
power directly from and only from the Underworld. This is not 
so. While it is entirely true that we're deriving power from the 
dead and from the grave, we re taking it from Keraktes, the Infernal 
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Underworld. Keyword here is infernal. That said, I will also need 
to Say that there is an argument arising Stating that necromancy, 
being of death, it entirely grey and neutral since death will come to 
everyone regardless of their path in life. The statement is partially 
true. However, the concept of white, black, grey, green, blue, red, or 
any other colored magick is false. All magick comes from the same 
source: Fallen Angels, Demons, and Infernal Spirits. Hence, we 
say the Infernal Underworld and this is necessary to understand as a 
Disciple of any background. Understand this fundamental truth and 
carry on, as to argue the point with yourself or others is only staining 
your understanding of what magick is and where it comes from. 
So, to this, remove any concept of loving angels and helpful sprites 
gallantly assisting your craft for they simply would not do so. As | 
said in the Black Scriptures, these magicks are born of “The Evil” 
and nothing else. It is not man made, it is not a gift from God’, 
it is a power that is channeled from below and we are the changing 
vessels for it to manifest. We will soon see though that we are not 
bound by any entity. 

The same can be said for the denizens of the various planes 
with regard to our chosen path. Spirits in most cases are infused 
with some malevolent motive, a hunger for the life force of the 
breathing, warm-blooded creatures, and a thirst for something to 
fill the void where their soul once rested; something to give some 
semblance, albeit a waning one of what they used to be. The undead 
are no doubt creatures of an ill-fated multiverse and corrupt beings; 
horrific reflections of what they ought to be, what they were initially 
meant to be, or all they could've been. The vampir is a perfect 
example of this. The body having fallen to the rigors of the world 
should've remained still in the earth, yet it is prowling the world 
now thirsting for the blood of the mortal creatures it once knew 


and likely befriended or yet, possibly even loved. No longer does 
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love hold a place in it for it is a hollow corpse with a hellish renewal 
and hunger straight out of the Hells indeed. There is no Personal 
drive, no ambition, no love for anything; only a desperate survival 
instinct and a supernatural strength to fuel its efforts. Ina SENSE, 
one ought to pity these creatures, but I regress, for they are placed in 
Keraktes for a reason and they walk among us for a reason - a reason 
intimately shared between the Necromancer and Death itself. 


Defining Keraktian Ylecromancy 

Keraktian necromancy is the direct manipulation of the death 
essence. In minimal effect, this is observed in the Necromancer’s 
awareness of life flow, of sensing spiritual beings, and calculating the 
hour of death. In a grand effect, the death essence, when properly 
controlled can wipe out civilizations at a time or further yet, can 
choke all life from a plane given a large enough swell of energy. To 
the Necromancer along this path, we see that it is essential that 
the death essence be naturally, or supernaturally as it were, flowing 
through the soul in a constant cycle. Should you be at least mildly 
proficient in the works leading up to this point, then there is little 
need for ritual tools. What the Necromancer truly relies upon is his 
or her power of imagination (see The Chanters for assistance) and 
the charnel word or words to accompany one’s desired end. By this, 
I shall explain through an example of the casting of a curse. 


The Necromancer gazes upon his enemy and reaches out his 
hand. As he closes his eyes, in his mind he sees the physical all in 
grey. A spectral image falls over the scene in his third eye and as he 
whispers the charnel word, he clutches his fist. The mental picture 
swiftly turns to showing his enemy instantly withered and rotted 


away; dead. He opens his eyes to realize that the death essence has 
now fallen upon and infected his enemy's soul. 


(6 


This is exactly how simple Keraktian necromancy is to cast. 
It does require components like other ritual sets for formats. This 
does not necessarily mean that all components have been omitted 
from these uses of necromancy - that when components are called 
for, they are in order to heavily amplify the resulting energies and 
generally are used in more powerful castings which do require not 
only the immense power of the Necromancer, but also that of the 
unique energies from the components. Having this understanding, it 
is also important to know that Keraktian necromancy specializes in 
the following: curses and hexes, summoning spirits, raising the dead, 
altering the life essence, and commanding the death essence. Let us 


then begin working toward mastering the Keraktian manifestation of 
the death essence. 


Understanding feraktian Death Essence 

The magickal essence of Keraktes carries a different 
component breakdown than the planar essence of Keraktes. In 
general knowledge, Keraktes’ planar signature is heavy, cold, and will 
sap the life from any living being that remains in close proximity 
for too long without having set up wards or being attuned with the 
necromantic spirit. The magickal essence has a similar association 
with frostbite; it is freezing yet it burns, it too ravages the life essence, 
and it is purely dark and wicked. For many neophyte Necromancers, 
when first working with the Keraktian death essence it is somewhat of 
a burden as well as a literal pain. This becomes entirely comfortable 
when the Necromancer adjusts to it and learns to let it meld with his 
or her own soul. Therefore, don’t be surprised if and when you cast 
a certain spell, there is a remnant of agony that temporarily afflicts 
you. This comes in a variety of ways: the utterance of the charnel 
word, the channeling of the death essence through your limbs, the 
crushing pain that hits the mind until the summed energy has fully 
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left the Necromancer’s being. You, Necromancer, be prepared and 
work diligently to overcome all obstacles and wards. 


Intinus Z Procul 

These two terms are merely adjectives to describe the range 
of your rite. Much like it sounds, intimus, deriving from Latin 
for near or close [intimate], these workings are performed in close 
proximity to one’s target. This is usually within arm's reach, byt 
it can be so long as the individual is close enough that your eyes 
can clearly define them. Procul on the other hand is carried out at 
a distance. In these instances, the Necromancer unleashes forces 
upward from Keraktes and at a greater distance to reach the intended 
target. While in most cases of magick whereby a malefice is used 
such as a doll or picture, again, in Keraktian magick, though more 
especially the Cabal’s, we simply rely upon the senses recognition 
and memory, or even the creative senses to create the scene of the 
individual in our Inner Sanctum; the deep caverns of the darkened 
mind. With all of these workings, they are interchangeably intimus 
and procul and while my wording may lend to the idea of being 
intimus or procul, you may use your various faculties to make it 
conform to your unique situation or confrontation. 

In general however, it begins with a gaze. We see whom 
we shall target. This then becomes a memory once out of sight. 
Therefore, most of these works might as well be fired by gaze or via 
the memories we carry. This overly simplified means of working 
ones rites could in effect dull the Necromancer’s awareness and 
skill, therefore, we continually strive to utilize our many forms of 
firing off effects to ensure we are well-rounded and able. There is 
something to be said about touch when we unleash such powers: 
There seems to be, mostly due to our human nature which is overly 
flesh-bound and materialistic, that we take greater satisfaction when 
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we can raise up a hand and grasp a hold of our enemy and physically 
see, feel, hear, smell, and even taste the pain were causing. This 
sadism again is all in part due to our innately wicked human nature. 
Many Necromancers tend to prefer this method simply as it excites 
them and sates their need to cause others anguish while having a front 
row seat to observe it. As I said in Chapter I, this dissolves part of 
the Necromancer s being as he or she must be a being of all feelings, 
thoughts, experiences; one cannot tip the scale to the extreme in any 
one aspect of being. For the Necromancer, temperance truly is a 
virtue. Similarly, I had once heard from a priest, that after giving 
last rites to a cancer patient, he witnessed that the woman’s husband, 
who was barely holding her hand was displaying a love of touch 
beyond touch, or rather in his lack of touch. So too, we can say the 
same of our emotions as they drive us in channeling other forces. 
This can be through our eyes, our hands and fingertips, our shallow 
whispered words. Keep these things in mind. 


Channeling the Death € ssence 

Below is a list of necrotic powers channeled through 
Keraktes and the Keraktian Spirits for this book of the grimoire. 
However, it should be noted that as you have already noticed a 
simpler take on ritual work and spellcasting than what is seen in 
nearly all other grimoires, Keraktian necromantic power is produced 
in the same simplistic manner with minimal usage of any form of 
spell component. These unique powers are channeled as aspects 
of the their patron. For instance, the effect weve named “Gaze 
of the Vampir” is channeled through Matrigal, Mirin, or Alyrune 
depending on the Necromancer’s innate draw from their soul into 
the Eternal Grave. “Shriek of the Banshee” calls on the spiritual 
composition of Silrin. The Necromancer is advised to remember 
that despite his or her own patron, the Keraktian Spirits work as 
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one to bring about a cosmic planar change whereby death reigns 
supreme and therefore one needn't worry about offending one Spirit 
or another, or their patron. 


Continuing on, we make note that there are nearly limitless 
ways by which to unleash the death essence into the world. | shall 
give a few variants that I have found to be especially easy to use 
for any Necromancer, much less at this stage of their pathworking, 
There are variables in these techniques as well that you may wish 
to alter to fit your own style and personality and to reflect favorite 
aspects of patrons you are most drawn to. For instance, using 
Matrigal again, when he is observed unleashing his own vampiric 
prowess, his body many times goes straight and erect, his chin lifts 
as do his hands; palms upward. His eyes glow and he often times 
is seen releasing some type of whispered feral snarl. With this in 
mind, the Necromancer may also choose to adapt this into his or 
her own unleashing of the death essence by taking on that bodily 
stance or perhaps the gazing through one’s enemy or even into the 
darkness of the grave by using the spirit sight to look beyond the 
material world. Perhaps even that pseudo-growl death rattle escapes 
his lips. Before we explore these methods the Necromancer should 
realize that visualization is your main component aside from the 
charnel whispers involved. Of course, up to this point, you ve been 
aligning your Spirit with the necrotic essence of Keraktes and the 
forces of undeath, therefore, when channeling this power, it should 
come reflexively and innately. 


Channefing the Death € ssence VIA Gase 

With the aspect of the death essence, or Keraktian power in 
mind, you shall gaze upon your enemy and through your spirit sight, 
see all the world turning to shades of grey. The enemy in turn shou 
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appear to reflect the aspect you re invoking. Example: the world 
grows dark as your enemy begins to appear feeble and soaked in 
sweat. Fear overtakes your foe and as you utter the word, “Karzhen”, 
the mans form flashes to reflect a corpse with an agonized face full 
of terror. The flash fades and in that moment, you see that your 
enemy is soon looking around in fear of something lurking in the 
shadows, something that will quickly come to reap the soul. 


Channeling the Death Essence via Couch 

Closing in on one’s enemy, the Necromancer uses his soul 
senses to vibrate the death essence tlowing through the body from the 
Spirit so that it focuses and swells in the palm and fingertips. As he 
reaches out and makes contact with the body of his target, he speaks 
the charnel whisper and in that instant a vision crashes through the 
mind depicting the desired end overcoming the individual. Example: 
The Necromancer grips his enemy’s forearm and whispers the charnel 
word, Sashai”. As he does, the image of his enemy dropping to 
the ground writhing in indescribable pain crosses through his mind. 
Returning from the vision, the Necromancer continues passing by, 
leaving the death essence to wrack his enemy. 


Channefing the Death Cssence via Soul CTenSril’s 

This method is similar to channeling via touch, however, 
as the death essence swells into your palms, eyes, mouth, etc., you 
simply allow your spirit to send out the tentacles of the soul - the 
black lashing barbs which connect to your enemy s soul and through 
the Spiritual connection, the Necromancer, along with speaking the 
charnel whispers either afflicts his enemys spirit or proceeds to 
drain, or otherwise influence the soul in some ordained manner as 
decided by the Necromancer. 


by 


Channeling the Death E gence via Self- Forges DVortes 

The Necromancer conjures the death essence as if to unleash 
his soul tendrils, however, instead he extends his hand and proceeds to 
unleash the energies alongside the charnel whispers. This conscious 
focus creates a swell of energy directly in front of his hand; the 
resulting effect is that of a sub vortex chained to Keraktes is opened 
whereby the souls of the Damned carry your will toward, upon, and 
through your enemy. 


Channeling the Death Essence via Darkness 

Dwelling in the darkness of his profane sanctuary, or even 
with eyes closed, the Necromancer envisions what will come to his 
or her enemy as the Keraktian energies begin to fill the soul. The 
eyes slowly adjusting to the dark, the black void reshapes itself to the 
Necromancer’s desire. At the point of overflow, the charnel whisper 
is spoken and it is the darkness that becomes infused with the necrotic 
essence of the Eternal Grave. This infusion seeps into every dark 
corner of the world, bringing about the full manifestation of the 
enemy s doom. 


Channefing the Death Essence via M afefice 

Having crafted a doll or effigy and having desecrated it in 
the guise of his enemy, the Necromancer begins to envision various 
pains, ills, and horrible dismay befalling his foe. With each coffin 
nail he drives through the doll, he speaks the charnel whispers. 
Having exhausted himself and feel drunk with power and with a 
sadistic euphoric ecstasy, the Necromancer then places the malefice 
in a vessel and binds it signifying his foe's certain death and proceeds 
to bury it in the local cemetery. 

It should be quite apparent now that we have a multitude of 
options for utilizing the following powers. Every Necromancer wil 
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have their preferred method, though I'll repeat that it is important 
for the universal understanding and proficiency of one’s arts that 
each method be at least utilized until the Necromancer can employ 
any given format successfully. While my own poison of choice is the 
self-forged vortex, there are times when a touch or malefice is more 
suitable for the situation and therefore you are advised to do as all 
Masters of the Tower of Atrophy have done before you - master each 
together rather than only one or two methods or powers and hopin 
to use them to essentially muscle your way through your difficulties 
or weaknesses. This actually creates deeper fonts of weaknesses 
within yourself rather than overcoming and bettering yourself. Now, 
onto the powers of Keraktian Necromancy you Shall use and master 
in stride. 


Blood Awakenin q 

This charnel power invokes and evokes one’s ancestral spirits 
who ve also delved into the magickal world. By calling them into the 
soul, the Necromancer obtains a grand potential. 

CHARNEL WHISPERS: Ceruliatah (Seh-roo-lee-ah-tah) 


Couch of the Sepulchre 

This cryptic hex marks one with the essence of the grave 
whereby one’s life essence weakens, medicines offer no relief, and the 
shadow of Death is goaded to loom continually as the Necromancer 
directs. 


CHARNEL WHISPERS: Kemryvak (Keh’m-rih-vahk) 
Gaze of the Dam pir 


Using the power of vampiric invocation, the Necromancer 
is able to steal part of another's life essence, thus empowering their 
own darkened spirit. 


CHARNEL WHISPERS: Saryth-m kar (Sarr-ith-mah-karr) 
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Sbrick of the Wan shee 

Invoking and channeling the dark essence of Silrin, the 
Necromancer is capable of unleashing a vibrating call to the 
Underworld which unravels the fibers of the soul and foretells wit} 
certain damnation the fall of one’s enemy. 

CHARNEL WHISPERS: Szarivath (Zhar-ih-vah’th) 


F rigid 16 the Grave € ternal 

Evoking the shrill touch of Keraktian energy, one’s enemy 
is wrought with a literal frozen body leading to illness, frozen mind 
leading to disrupted thought, and a frozen soul leading to apostasy 
and dissolution of self. 

CHARNEL WHISPERS: Tarfiin (Tar-fee-in) 


Clutch of the Wraith 

Named according to its origin, the Necromancer invokes the 
dreadful power of the wraiths in Keraktes to suffocate their enemy 
and feast upon their life breath. 

CHARNEL WHISPERS: Liazat (Lee-ah-zh’aht) 


Reaver s Calon 

The Necromancer unleashes a horrific wave of necrotic energy 
hailing straight from Keraktes, working as the Reaper s Scythe to 
disrupt his enemys natural process, disorienting the organs, and 
often times creating such a deep hole in one’s physiological makeup 
that the body begins to fail. 

CHARNEL WHISPERS: Ikorisan (Ee-kohr-ih-shah’n) 


Sentinel’ s Wreath 


As the charnel word is spoken, the Necromancer's breath 
is infused with the malignant power of undeath and as it permeates 
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the alr, oxygen becomes a noxious gas from the sealed tombs of 
ages past. The breath fills one’s enemies’ lungs thus disrupting the 
respiration, contorts the mind via psychosis and hallucinations. and 
can even lead to ones subsequent demise - a dead self in service 
strictly to the Necromancer. 

CHARNEL WHISPERS: Kalorae (Kah-loo’ur-ay) 

Note: The charnel word is spoken in a wispy tone as to give 
a lasting exhalation of breath to follow the final syllable. 


Waves of Entropy 

With a cast of the hand and the charnel word spoken, the 
Necromancer opens a planar rift whereby the withering energies of 
Keraktes enter the material plane of Etheris. All mortal beings not 
attuned to the death essence are struck down by the oppressive and 
decaying essence of the Eternal Grave. 


CHARNEL WHISPERS: Sashai (Sah-shahy) 


Spectral inspiration 

You can't think straight, your mind is clouded, you cant 
focus your attention or answer correctly. Then, you, Necromancer 
invoke the Chanters to realign your thoughts. 

CHARNEL WHISPERS: Izhen-kryalta (Ih-zh’n-kree-all-tuh) 


Aspect of the Leiche: Fear 

Invoking an aspect of the Buried King, Zazazel, the 
Necromancer’s sou! erupts with a vortex of darkness which radiates 
the terror of facing one’s own mortality. Fear of Death, fear of the 
unknown, fear of all the evil that lurks in the dark overcomes those 
who come near the Necromancer. Fear can lead to submission, 
insanity, or even death. 

CHARNEL WHISPERS: Karzhen (Kah'r-zhay n) 


A epect of the Leiche: Acraktian Chill 

Once more calling on the Keraktian King, the Necromance, 
invokes the frigid chill of the Leiche s rotten soul. This invocation 
unleashes a mantle of wickedness that creeps into the very spirit of 
others. This frozen darkness chills the blood, stays the mind. and 
severs the ties of the spirit to one's deity. Simply passing by can 
transfer the Keraktian Chill, however, touching an individual or eyen 
weaving it with another rite or hex can amplify its potency and truly 
destroy one’s enemy's very being. 


CHARNEL WHISPERS: Mandribath (Mah n-drih-bah th) 


Aspect of the Lerche: Hand of Death 

The Necromancer’s Dim Mak. Invoking the undead power 
of the Death God, Zazazel, the Necromancer channels an extremely 
concentrated level of the death essence into his channel, which is made 
for a single purpose: taking one’s life. The Hand of Death unleashes 
the many hands of the Damned alongside the N ecromancer s will to 
deliver this lethal hex upon ones enemy. It is said that to unleash 
this power is to offer as aspect of one's own life as well. 

CHARNEL WHISPERS: Tarsinak (Tarr-sih-nahk) 


Book IV: Keraktian Necromancy 


F Can you conjure the death essence with ease for these ritual powers’ 
* Are you able to perform the Keraktian Rites to at least 
partial success? 

f Do you possess the ability to achieve moderate success 
with all given techniques? 

f Have you attained mastery in at least two techniques? 

f Have you attained perfect mastery of at least one ritual power! 
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Servitors of the YVecromancer 
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Many are the servitors of the Necromancer, however, mos 
have been lost to the planar evolution. Many more have heey, 
forgotten about due to the many grimoires, scrolls, tablets, and 
verbal teachings that have been incinerated by witch hunters, zealots 
and the Inquisition. Fortunately, the Macrgzjiran Cabal has kept 
an extensive record of the servitors they have chronicled by the 
Necromancers of the Tower of Atrophy. 


Before divulging the secrets of the Necromancer’s servitors, 
it is important to know that there are varying degrees of servitors 
based around their specialties and how best they are to serve the 
needs of their Necromancer Masters. It is likewise important to 
keep in mind that most of the servitors of the Necromancer have 
their own will, their own motives, their own needs, and like us, a 
general desire to be respected and honored in one’s craftwork. It is 
also necessary to realize that there is a difference between a servitor 
and a familiar. Familiars are those creatures which fully serve the 
Necromancer in his quest and are in all actuality an extension of his 
Spirit. Servitors on the other hand are independently orchestrating 
their works from beyond this plane and work for their own ends 
as well as their own Masters. Servitors in hand also work with 
Necromancers in their craftwork. In most cases, servitors, like the 
Necromancer seek a mutual benefit. Rarely do servitors offer their 
service without requesting something return. However, even in this 
truth, the Necromancer will surely find that assisting their servitors 
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will yield greater benefits in both the temporal and in the eternal; the 
flesh and the spirit. 


A grave totem is a nature-bound servant that is dead and 
risen in flesh or spirit or they may also be the spirit creature from 
another plane having come to serve the Necromancer. There are 
exceptions however such in the case of crows and ravens for example 
who are living creatures of the wilds but are the messengers of the 
Underworld. Those servants are capable, when infused with an 
aspect of their Master, can slip between the planes and do so with 
ease. This makes having one a double asset to the Necromancer. 


Ultimately, regardless of the Necromancers choice of 
company, there is a hushed rule of thumb among the Leichees of 
the Tower: “He who raises the skeletal hand also wears the king s 
crown. In essence, this means that the Necromancer who possesses 
great power over the grave will no longer find himself having to trade 
favors or working out bargains. Rather, he will find himself to be a 
king amongst the undead - the many varied legionnaires of Keraktes 
eagerly serving the Necromancer s every whim in a fanatical frenzy. 
In fact, there is a grand witness to this reality in both theory, the 
proverbial sense, as well as the literal fleshed-out reality. Power over 
death offers many benefits and it is for the Necromancer to obtain 
these secrets and filter all power from them and in turn, to safeguard 
such wisdom with Imordicoth’s scythe. 


Reraktian Servitors 

We begin with a detailed listing of the Keraktian Servitors; 
the intelligent, self-directed legionnaires of the Infernal Underworld. 
There is, as with inviting forth all servants in this particular book, a 
Rite of Calling which will be prescribed concluding the summaries 
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below. Again, I warn the Necromancer not to immediately begin 
interacting with Keraktian Servitors with the mind set of the 
accomplished Leiche just yet. While you may be weaving death and 
darkness, remember that the Servitor will have its own set of goals 
and while they may not immediately call in favors of the Necromancer 
before or after their own offered assistance, they will at a time later 
call on the Necromancer and it is fatally ignorant to ignore them, 
When you've earned their respect and companionship, you will find 
them to be another good friend who is willing and in most cases 
simply wishes to on its own accord to visit, converse, lend a hand, 
offer their own essence in ritual, and offer guidance among other 
activities. Onto the list. 


The Servitors of Keraktes are such beings as the... 

Alathul - Doll-sized demons with laege black eyes, porcelain- 
like skin and two horns jutting from the temples and a single horn 
that curls back from the center of the forehead; clawed hands and 
feet, and a thin pointed tail; they speak wise counsel and try to ignite 
one's anger; servants of Ebonod or familiars to Necromancers (see 
below). 

Alibahnex - Misshapen sacks of putrid flesh and servants of 
Mitheahl. These charnel fiends exhibit all the traits of a masterful 
tactician, but with the hunger of a thousand dead. 

Aten-arak — Atohn's Legionnaires; mummy-like wraiths who 
steal souls and empower other Patrons of Keraktes and Necromancers 
alike. 

Baerindelar — Stout rotted demons with expansive wings, 
long arms with elongated, skeletal claws, and multi-tentacle legs. 
Their heads are misshapen mounds of flesh with a void for a face, 
only two glowing eyes glow from within the void. Servants of Airimi. 

Banshees - Ghastly women who, though beautiful turn 
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hideous when they unleash a shriek that places a black mark on the 
listener's soul. Only the one intended to die will hear them. As the 
horde following Silrin, they also possess a calm nature when not being 
sent to deliver the message of impending death. 

Calistan — Legion of pseudodemonic, Spirit tacticians and 
scholars; traditionally servants of Mephilure; appear with floor-length 
leather skirts, sigils tattooed all over the torso, arms, and neck: long. 
smooth, black horns project from the outer edge of the brow. They 
are masters of study and often partake freely in discussing one’s 
learnings with the Necromancer. 

Furahk - Keraktian shade Spirits who serve to animate 
corpses as intelligent undead. 

Karnazet — Fiendish, hungry undead that wander the planes 
feasting on dead flesh; commonly found on battlefields and in houses 
of death and morgues; due to their superior intellect, they commonly 
work to start fights, wars, and they spread disease. 

Kaeari — Servants of Abizal; appear with tattered bat wings 
and long legs with clawed feet. Their potent purpose is to assist in 
delivering souls, angels, spirits, demons, and other spiritual bodies unto 
their master for whatever heinous purpose is in mind. 

Lchaskha - Demonic legion of would-be Leichees whose 
souls were destroyed during the ritual of transmogrification; appear 
with black burial cloth with goat skulls and bony claws. 

Uchashkria — Female counterparts of the Lchaskha. 

Note: There is a differentiation made by Zazazel himself in 
this as he has made it very clear that the feminine mystique possesses 
its own unique innate magickal power. 

Lenothstra - Elite servants of Adael; appear as freshly 
deceased or rotted corpses of beautiful men and women with a power 
to entrance, charm, and seduce even the most pious souls. Having 
entranced the individual, they can be lured to their own demise or into 
the hands of the Necromancer. 
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Merolot - Freakishly slender, black-skinned shadow demons, 
no eyes yet have inhumanly wide smiles; servants of Tenebrion, The 
roam about the darkness in search of those who walk alone. The 
cloud their minds and drag them into the pits of dread whereby the 
weak are made into blood and soul slaves for the undead. 

Phaoloam — Frog-headed infernal Spirits with the legs of 
a rabbit and wings of a bird, their arms and chest are human and 
they usually have horns or produce a noxious fog wherever they go; 
servants of Feylorne. They assist the Necromancer by offering 
wisdoms of their Master though normally through riddles, symbols 
or through double speech. 

Pyrmiahn - Appear as mummified or desiccated servants of 
any pharaoh though with the head of a goat, bull, jackal, hyena, or in 
other instances whereby the elite wear the burial mask of a pharaoh. 
Serving Atohn and Imoth, they cast down ones enemy s barriers, 
protect their master, and assist in rituals of raising the dead. 

Shai mirah/Shai miran - Servants of Sirah and Ebonod: 
adorned from head to toe in leather, chains, rope, hooks, and blades, 
they carry razor blade scourges, jagged rusted knives, and primitive 
embalming tools by which to flay one’s enemy. 

Vampir - The Vampirii are infernal vampiric demons; 
servants of Matrigal and Alyrune, they appear as pale, cold-skinned 
humans with blood-filled eyes. They possess knowledge of blood 


magick and are agents to the Vampiric Disciples. 


Death Famfrars 

As discussed above, a death familiar is akin to any familiat 
commonly found among Disciples elsewhere, however, for purposes 
of keeping true to the nature of this grimoire, I will shed a dim 
light on those which are unique and bound by the grave to serve the 
Necromancer. As I also mentioned, a familiar is more an extension 
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of the Necromancers soul than as an independently, previously 
existing creature. Further, you shall notice too that many of the 
death familiars appear to be fledgling versions of their more evolved 
and influential kin. This is entirely the case. The reason that they 
are minute in comparison is entirely due to the fact that when various 
beings throughout the planes evolve, are transfigured willingly or 
by force - as these two methods do account for differences, they 
are changed through magick or by a master, or by a particular 
trait, weakness, or even a strong tie will rend the being subject to 
becoming a new denizen. In these instances, we can look upon 
the death familiars as being the remnants of such a being that was 
for whatever reason unable to ascend to its rightful place. Hence, 
the Keraktian patrons safeguard what lingers of their essence and 
it is then used as offerings to Necromancers to create a new being 
entirely from the combination of the spiritual remnants of the entity 
with the essence of the soul offered by the Necromancer. 


Let us examine some of the most prominent Necromancers’ 
death familiars... 

Alathul — As listed as also a servitor, the alathul straddle 
the line between a servitor and a familiar due to their nature, innate 
power, and how they work with the Necromancer. From a Leiche's 
perspective, they make more suitable familiars than as servitors to 
set upon more important tasks as one might with a Vampir for 
instance. 

Arvarisk — Shadowy spirits that take the form of human- 
animal hybrids. They feed on fear and enjoy both the cold and the 
darkness. Their essence is made out of the fear and desperation of 
those who have died imprisoned, buried alive, or those murdered 
while in the dream plane. 

Banshette — Kin to the Banshees of Silrin’s domain, their 
essence is made from the female witches, gypsies, and mystics who 
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heard a banshee’s shriek that was meant for another. Their M 
darkened and met with the grave, they remain ready to serve , a 
Silrin’s Disciples. i 

Chartalae - Appearing as humanoids who ve recently dieg 
they delight in manipulation and in destroying the lives of other. 
Wherever a Necromancer seeks to bring suffering and death, the 
chartalae are usually among the first celebrate. Their essence 
derived from the damned souls of prostitutes, adulterers, and those 
who've killed out of jealousy due to infidelity. 

Dracophage - The spiritual remnants of ancient and astral 
dragons once flowed through all the planes, giving a magickal 
amplification to the craft, to the gifts of the spirit, and to psychics. 
This power created magical worlds beyond our imagining. It was 
not until the first ArchLeiche of the Maergzjiran Cabal, Sarnek 
Toren began experimenting with this essence. Of all his great works, 
creating the death familiar, the dracophage was his favorite. The 
dracophage takes the form of a small, decaying dragon and is a 
perfect conductor of the draconic energies melded with those of the 
Eternal Grave. 

Graveling - Among the ranks of the Damned, there are those 
unborn souls that dwell in a swampy hole. The unborn, children of 
atheist doctrine, and children deceased before their seventh birthday 
make up this rank of the Damned. Gravelings are created from the 
essence of these unborn souls that have been broken beneath the 
centuries in Keraktes and the Necromancer’s soul. They appear ® 
pale babies or children with sharp teeth and bruised skin. They also 
tend have talons for nails on their hands and feet. They hunger for 
flesh and blood. 

Keraktian Imp - When the imps and minor demons 
Hells are cast out of existence by their master, they are reawakene 
in Keraktes. With diabolical intellect and mischief, they serve ts 
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various needs of the Necromancer. They appear much as they 
would in the Hells though with some semblance of death such as 
mummified flesh, rotten to the bone, missing skin, and so forth. 

Leichean - When Necromancers fall prey to the undead due 
to an extreme lack of control over their craft. usually by gravely 
offending their patrons or a patron s servitors, their soul is taken to 
the Lord or Lady of Keraktes whom they once served. This essence 
is divided and offered freely to future Necromancers who would seek 
a familiar of this sort. 

Scycanthaer - Asa special gift to his Disciples, Imordicoth 
offers an aspect of every soul he cleaves to the “Well of Souls” which 
contains the spiritual being of all those who ve met their demise 
though necromantic curses. From this well, the Necromancer calls 
forth an aspect to join with himself, thus creating a scycanthaer 
which is in all effect, a demi-Imordicoth. Necromancers obtain an 
incredible and powerful familiar in this working. By adding the force 
of the Reaper to their craft, the Necromancer is assured success 
when bringing forth the baleful grip of Keraktes. Both in nature and 
appearance, Imordicoth is present in them. 

The Childer (The Little Ones or Kin) - Similar to the 
Graveling, the Childer are merely their older counterparts. What 
separates them from Gravelings is their innate ability to shapeshift 
into other humanoid forms. Appearing as recently deceased children 
approximately ages eight to thirteen, they possess a homicidal hunger 
and make incredible companions. 

Vampreis ( Vamprets) — Vamprets appear as youthful 
vampires wrapped in layers of black robes. They move about swiftly 
when their robes shift into large wings. They, like the Childer make 
fantastic companions to the Necromancer who seeks something 
more “human” to assist them while still helping to amplify their 
magickal pursuits, thus drawing them closer to Keraktes. Their 
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essence is derived from the death of the young who have Partaken in 
blood pacts, vampiric practices, or who have transferred blood with 
a vampiric entity prior to death. 

Ziirin - Knowledge is power. To Vrykanus, knowledge is 
all things. Those who live lives dedicated solely to the pursuit of 
knowledge often fall victim to illnesses of mind or body. The 
neglect themselves to give more time to their studies and thus 
become mad with obsession or sick and die. The essence of thei, 
demise contains knowledge as well and Vrykanus possesses it with a 
fury. Those Necromancers who share his lust for scholarship often 
find that obtaining the Ziirin into their service is an incredible boon, 


Grave Totems 

Similar in many ways to both a death familiar and the 
traditional familiar of many a Disciple, grave totems are animalistic 
spirits or purely creatures of the wilds. Unlike the death familiars, 
the means by which they communicate with us is different and 
consequently the Necromancer ought to understand the language 
of animals to properly communicate with them. At this impasse, 
we recall our work with Feylorne and the rites of sylvan necromancy 
whereby we learn how to interact with the elements. Shaman and 
druid magicks also reflect this intimacy with wilderness, however, 
necromancy at the heart of our studies is strictly forbidden as it is 
seen as unnatural and spits in the face of mother earth. 


As you will notice, we have some rather colorful names we've 
given to our grave totems. This once more reflects what I said was 
so important in the first book of this grimoire: experience all things 
and be fully human and do not allow yourself to slip into a ditch 
of singular focus and emotion and that will cloud your thoughts, 
your soul, and your craft. To be honest, I have also found that 
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Necromancers possess a rather unique sense of humor and such 


should be embraced rather than seen as weakness or mockery. 


Now well cover the usual grave totems that accompany 
Necromancers... 

Awakened or Risen — Once-living creatures that have been 
reanimated either in flesh or spirit by the Necromancer. They serve 
the varying needs of the Necromancer as would any familiar before 
its death. However, in death, it possesses an innate power of the 

rave. 

Bat - While blind, they are aware of their surroundings and 
as such they offer their masters this same awareness. This awareness 
is deeper than flesh, though it does entail it as well. Rather, the 
knowing of the flow of life, the wisdom of blood, and the movement 
of the spirit is the Necromancer’s upon obtaining the service of such 
a creature. You might have guessed most Necromancers seek out 
vampire bats as they find that with their ability to leech blood from 
the living gives them direct access to that of their foes for blood 
curses. 

Cat(acomb) - Cats have long been depicted as popular 
familiars to witches and they are too for Necromancers. Cats have 
an innate sense of dark spirits, magickal presences, and demons. 
They also have been known amongst the Tower of Atrophy to be 
grand walkers between the planes, acting as messengers and conduits 
for siphoned power alike. 

Crow — The herald of Death itself. Crows feast upon carrion 
and give notice of the dead. For the Necromancer, the crow is a 
beacon of the Underworld and a fine companion as they possess 
profound intelligence and are keen in identifying people and places 
where the death essence is especially strong. 


Mausoleum Spider - In the damp, cool space of crypts 
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and mausoleums, spiders make impressive webs to rest, feed, ang 
continue the cycle of death. The Necromancer learns to Obserye he 
patient, and savor one’s prey. | personally can attest to the Potentia 
and guidance given by such friends as I acquired one myself from the 
mausoleum of a known witch. 

Ophidian Owl - A mixture of an owl with the lower body 
taking the form of a serpent, the ophidian owl is a spirit friend. ; 
gift to the Disciples of Zazazel. Wisdom, stealth, and a venomous 
ferocity comprises the whole of the ophidian owl's being, and thus is 
also given to the Necromancer. 

Raven - The undisputed messengers of the Underworld 
ravens have long been friends to Necromancers. They carry messages 
both verbal, written, and prophetic to and from Keraktes and Etheris. 
The Necromancer who has the assistance of one such creature will 
find that communion with the denizens of the grave is much easier 
and knowledge of the happenings of the deathmarked, the dying, and 
the dead, as well as what happens with the realm of the dead is always 
but a feather away. 

Sepulcher Snake - Common with the bokors of vodoun who 
have become synonymous with zombies and raising the dead, serpents 
in their varied forms also serve the Necromancer. Their venom can 
easily be used as both a spell component and a lethal poison. For 
the knowledgeable alchemist, venom can also be for mithridatism 
and for vision quests. The serpent has long been associated with 
clever thought, swift action, and evil so it is supremely fitting to be 
associated with Necromancers as well. 

Tomb Toad - In undisclosed, reclusive regions of the world, 
there are cults who worship a monstrous black toad. The toad is 
said to excrete a fatal poison from its glands, breaths lethal gas 
from its mouth, and has the power to reanimate the dead to a new} 
fitting undead form. In truth, there is a single phaoloam know? 
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as S’sathagiula who is in fact the worshipped demonic black toad. 
Given the favored environs toad choose, which are murky wetlands, 
we find that there is a finely weaved pattern of life and death in their 
surroundings. Toads make fine familiars for the Necromancer as 
they offer us the knowledge of camouflage, poison, and to always 
remain in our sanctuary as to leave opens you up to your enemies. 
Through them, we also may communicate with S sathagiula. 


A common element we notice with these spirits is that they 
are not much in size. They usually only range between two feet 
and three and a half feet in height. Their weight is also subject 
to the planar matter whereby they weigh nothing due to being an 
incorporeal spirit; absolutely weightless even during times to perfect 
manifestation. Despite being able to physically touch and feel them 
at times including the texture of flesh, hair, horns, clothing, and so 
forth, they are entirely made of a wondrous elixir of death essence 
and aspects of the Necromancer's soul. Therefore, when we perceive 
to physically touch them, we are merely joining closer to both of the 
essences used in creating them. This becomes deeply personal as we 
use part of our own soul to do so, hence we are much closer in all 
senses to them because of this. 


Hordes of the Undead g Unfiwing Servants 

Among the fields of rot and rivers of souls, throughout the 
withered forestlands, atop the highest jagged mount down to the 
deepest chasms in Keraktes; beside their Lord or Lady and their 
Legionnaires we find the undead hordes. The hordes are those 
usually less intelligent (though sometimes not), but equally fearsome 
undead fiends which hunger for flesh, blood, fear and negativity, 
and all manner of essence of the personal being. The hordes are 
the armies of the Keraktian Lords and Ladies. They serve their 
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purpose as fodder and as tools, slaves, E servants ie Carry gy 
their masters desires without argument. aes the hordes we fing 
zombies, ghouls, wraiths, vampires, sith, wights, ghosts, remnants 
the damned, Leichees, gravehounds, mummified sentinels, Spectres 
and the countless thralls who serve the undead either literally J: 
simply the ideal such as the multitude of Necromancers who've dj. 
along their path toward mastery. There are however a few exceptional 
examples of undead entities I ve encountered throughout Keraktes 


which deserve a special place in this grimoire. 


Angels of Rot - The name says it all. These are once proud, 
once powerful and holy angels of the celestial sphere. However, in their 
battle against the unholy, they have met their end by the hands of one 
masterfully skilled in necromancy. Their divine essence is transmuted into 
the necrotic, leaving a violent, murderous husk of its former self. They 
are by all accounts immensely powerful and should not be called forth 
without good reason. They possess the power to rain death and darkness 
in Etheris and elsewhere so the Necromancer must be confident in their 
control over the death essence. 

Broken Souls - Victims of gruesome and horrific deaths. 
Murder is the prime cause of these horrid monsters’ animation 
along with brutal accidents, neglect, abuse, and medical malpractice. 
Those who suffer at the hands of the murderous or by the neglectful 
make up this rank. They appear as they did in life - tattered, torn, 
broken, and sometimes dismembered. With the death essence 
flowing freely, a Necromancer who offers them open season will 


joie at the Opportunity to create havoc in the planes and hell on 
earth. 


Deadlands Zombie — 
a Necromancer or other Dis 
the wilds, or when one who 


Something very bizarre occurs when 
ciple of the dark arts passes away a 
is deeply attuned to nature dies in 4” 


JO2 


area tainted by a sylvan necromantic curse. The result is a mixture 
of part human corpse and part rotten vegetation. There is also an 
undeniable prowess they possess over the elements as well due to 
their magickal and spiritual essence joining the dead and dark world. 
Despite the name, they do not share much in common with the 
shambling, flesh-hungry zombies who serve under such patrons as 
Oxibaero. 

Defiled Souls - When a soul in our plane of Etheris is defiled 
in mind, body, or soul and driven to madness, the chances of their 
animation at death into one such being is astoundingly high. Rape 
is usually the most common factor | have observed which leads to 
these types of undead spirits. They look again, much as they did in 
life, though there is typically a complete absence of emotion or the 
opposite - lunacy beyond compare. 

Dream Haunts - It is possible to be scared to death. For 
those who ve suffered intense nightmares and who live in continual 
fear, this fate is always looming over their shoulder. In most 
instances, those who are scared to death do so because of a stroke 
or heart attack. Their reanimation results in their deathless form 
being a contortion of their mortal form and that of their worst 
fear. Needless to say, dream haunts can and do take on some very 
interesting and disturbing forms. In death, they in turn lash out and 
terrorize other mortals who too will likely become one themselves 
eventually. 

Maidens of Sorrow - Their origin is entirely unknown 
and despite my best efforts to reveal such knowledge, not even the 
Buried King knows their origins. However, these beautiful maidens 
perpetually weep over nearly limitless reasons, some of which make 
not an inkling of sense. What has been revealed by Adael is these 
depressive Spirits were each virginal in life from whatever plane 
they originated from. However, the point of transition between 
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living and undeath is entirely unknown to any Keraktian Patron O 
Necromancer alike. What has been spoken of by some Lords and 
Ladies is that to learn their greatest shame and help them to resolve 
their sorrow will transfigure their spirit into something MOTe... usefyl 
to the Necromancer. In my personal experience with them, one i 
particular, | learned her greatest shame in life was that she allowed 
her sister to take the blame for her guilt and she watched her sibling 
be buried to her elbows and stoned to death. 


I believe it is wise at this time to explain in further detail that 
there are other types of spirits and undead which are not friendly 
with the Necromancer and they care little for agreements, pacts, 
respect, or really anything other their serving their own needs. | 
will offer most of the differences I have observed and unfortunately 
had the displeasure of having to destroy a perfectly capable spirit, 
demon, shade, or animated corpse due to its false understanding of 
the Necromancer and his unity with Keraktes. 


Dam pire s 

Perhaps the most common of these different creatures are 
found among the vampiric ranks of the undead. Vampires are not all 
native to Keraktes. In fact, as we note them as being Vampir - the 
blood drinkers of Keraktes. Vampires are just as common as the 
Vampir in the world though their origin is varied. Most are in fact 
demons which inhabit and animate a corpse. Make no mistake that 
they do possess the same level of ferocity, supernatural strength and 
speed, bloodlust, and mastery over the manipulation of the lifeblood. 
They do tend, moreso than the Keraktian Vampir to appear more 
animalistic; untamed hair, dirty and torn clothes, the wild visage. 
snarling and lashing out against anything that draws near, whereas 
the Vampir assert to dress properly according to their Masters o! 
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Mistress’ example. Further, the members of Keraktes also are calm 
and more calculated and expressive. Popular legends and lore depict 
more common than not, the vampires of the demonic habitation of 
corpses rather than the Vampir that we know so well. Again, the 
Necromancer Is wise to take account that they will not, at least in 
the vast majority of instances, entertain discussion or mutual work 
and respect. To them, you are at best a pawn, and at worst a meal. 


Dhovta, Shades, (Z Wraith 

The incorporeal shadows of the grave. In the Black 
Scriptures, | gave detailed information regarding their nature and 
their many reasons for becoming undead, however, here it must 
be stated that like vampires, many of these incorporeal spirits are 
demons in spectral form. Many times, unless we happen upon them 
by chance or call them up from their restless existence in Keraktes, 
these incorporeals are in fact malevolent spirits who will attempt 
to haunt, torment, possess, or destroy even the Necromancer. The 
Necromancer having a developed spirit sense and understanding 
of the death essence will no doubt see spirits at nearly every turn, 
though he or she must use discretion until total understanding is in 
place to decipher which is on the Necromancer's side and those that 
are not. 


Ghouls z Sombies 

Corporeal, typically devoid of intelligence, zombies hunger 
for flesh and blood of their mortal prey. Ghouls tend to possess 
at least a predatory mind set and enough wit to think ahead of their 
prey. In instances where there is a swell of necrotic energy at the 
time of transition into undeath, ghouls will remember how to speak, 
have some vague memories of their mortal life. There is no demon 
Which fills the corpse in this instance as it does not serve the needs 
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of a demon well. However, there are those zombies created th 
other forms of black magick. These zombies, like the Keun 
serve their master and so the Necromancer is advised no ‘ un 
them as being allied in anyway unless by strict observance. he reat 
that these undead have risen at their hand or by the hands 9 
comrades. Otherwise, as with vampires, the Necromancers 
to consider their origin and the best way of working with 
Without knowing their master or reason for being near, you n 
their next prey. 
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Ultimately, as the undead are created from Supernatural 
energy and beings of deathlessness, the Necromancer is always 
advised to proceed with caution and beware of anything that offers 
itself into your service. Always be sure you have control and that 
you have at least a familiar or servitor to assist you and clear the way 
to understanding until such time that your innate and ever-growing 
spiritual power is a dead shot in every occasion. Nothing exudes 
quite as much humiliation as a Necromancer being devoured by a 
zombie. There is a rather morbid irony in such fatalities. 


Caffing a Death Famfiar 

The rite which follows is for the Necromancer to obtain the 
service of a death familiar. 

REQUIREMENTS: Grave dirt or a circle drawn into the ground 
within a cemetery, blood from oneself. parchment, iron, pewtet 
silver, or steel bowl (optional) 

CHARNEL WHISPERS: Surikath (Soo’r-ih-kah’th) 

If not performing this rite in a graveyard, you will need to 
use grave dirt to make your circle in your personal death spac 
Otherwise, carve a complete circle into the ground of the cemetety’ 


You will begin by digging a hole approximately four to six inches 
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deep. You may use a bowl if you are indoors. The grave dirt is 
then to be used to draw a circle around the hole or bowl if not in 
the cemetery. Once completed, you will use your own blood to 
make the seal of the death familiar upon the parchment. This then 
to be either buried or placed within the bowl. If buried it must be 
covered with dirt. If in a bowl, then grave dirt is to be used to cover 
it. You will then envision the death familiar you wish to call to your 
service as you speak the charnel word followed by, “I call you (name 
of the death familiar, or its name if known). from the depths of 
Keraktes unto my shadow and side.” You will repeat this incantation 
in intervals of five until it comes forth. Once your death familiar 
arrives, the rite will be complete. 





Seal of the Death Familiar 


Cadaverous g Grave Gofems 
In the Black Scriptures, | had given a description of golems 
and how they were made of flesh and bone. However, here, as it 
directly pertains to the study and mastery of necromancy and the 
masterful application of the death essence, I will include the Rite of 
Creation, the Rite of Awakening for the golems which I shall herein 
describe. The rites shall be found in Book X: Raising the Dead, 
however for the moment, we must first understand the nature of the 
creatures we re going to animate. 
The cadaverous golem is the most widely known among 
ecromancers as its structure is composed of flesh, bone, hair, and 
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the body or bodies of the deceased. When the Necromancer has 
obtained the necessary utilities, that is, a suitable corpse which has 
not decayed too much, or in the case of using multiple corpses; takin 
the best preserved elements of each and stitching them together, he 
then performs the noted rites to infuse it with the death essence 
and an aspect of his or her soul, or even that of a living sacrifice. 
Awakening the golem and naming it accordingly, the Necromancer 
has for himself or herself a necromantic pinnacle achievement and 
in it a servant unlike any other. A grave golem is a less-difficult- 
to-acquire form of the cadaverous golem inasmuch as if a body is 
unavailable, then the golem s figure is made from grave dirt, coffin 
wood, mausoleum stone, headstones, and anything else that can be 
acquired and packed heavily to shape the body of the golem. The 
closer the matter is to the actual corpse is better. Sometimes in 
different instances, part of the corpse can be combined with these 
outer elements to create the shape as well. Similarly, the rites are 
performed and the golem is ready to serve its new master. The 
death essence, flowing like an unmolested river through the golem 
will sustain its shape, its power, and its overall integrity almost 
indefinitely. However, there are times when repairs will need to be 
made. For the grave golem most of the time a simple grave dirt 
mud, new coffin wood, or nails will be all that is needed to fill any 
areas that have suffered any form of damage due to service. On the 
other hand, a cadaverous golem will require wax, piano wire, medical 
thread, and other medical devices and chemicals which need to be 


applied in order to keep the body intact. 


3 i 
F eyforne s Rite of the Grave Cotem 
This rite is used for obtaining the service of a grave totem. 


REQUIREMENTS: Unrefined sea salt, blood from oneself, 
animal bone 


500 


CHARNEL WHISPERS: Intearae ( [hn-tee-er-aye) 

Having placed yourself in a natural nocturnal setting, you 
shall proceed to dig a hole approximately six inches deep. You will 
then use the sea salt to draw a circle around the hole. The bone you 
acquire for this rite should be taken from the type of familiar you re 
calling forth. Take the animal bone and place it within the hole as 
you speak, “Feylorne, receive this offering as a token of my petition. 
Release your servant into my care.” This is to be repeated as needed 
while you cover up the bone. Then, as you open your soul to the 
death essence, allow your blood to anoint the inner circle where the 
bone rests as you repeat the charnel word. Remain in the spirit until 
Feylorne sends her servant into your service. 


Basasel’ s ‘Rite of the Servitor 

Devised and mastered by the Buried King himself when he 
was a mortal Necromancer, this rite calls forth and binds a Keraktian 
Servitor or the especially noted unliving servants to your very soul. 

REQUIREMENTS: Empty box or pouch, blood, hair, nail 
clippings, saliva, and a statement of petition all taken directly from 
the Necromancer, black salt, raven feather 

CHARNEL WHISPERS: Imorith Incarsaernum (Th-mour-ih th-ih'n- 
kor-say er-um) 

Before beginning the rite itself, you should prepare the 
offering box or pouch with the required personal components of 
blood, hair, nails clippings, and saliva. The statement of petition 
should read precisely as Zazazel’s save for your personal changes: 
“To thee Masters and Mistresses of the Grave Most Eternal, I, (your 
craft name) humbly beseech you to grant me a boon in the form of 
a (servitor type or if you know its name it shall say: Name, of the 
[type of spirit] Legion). This I request as a necessary means to an 
end most profane and unholy. I ask your forbidden blessing in this 
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darkened state of grace. This letter is to also be placed with the 
vessel with your personal effects. You shall then find a grave that j, 
relatively fresh. Nothing older than one year is to be used and the 
fresher the grave, the better the result and power of the rite. The 
vessel is to be buried as you speak once more your petition, If you 
know the patron who oversees the servitor you re requesting, then 
you are urged to direct your verbal petition to him or her directly 
Once buried, you shall use the black salt to make a circle aroynd 
the hole and the raven feather is to be placed at the center. As yoy 
drive the raven feather down, you shall at once envision your servitor 
with you and you shall confidently and strongly in spirit declare the 
charnel words. This will complete the rite. 

Nore: The servitor may not show immediately as your patron 
may be in the midst of assigning you a servitor, however, it will come 
to you within the course of a few nights at most. No Necromancer 
has ever recorded more than four nights before his or her servitor 
arrived to them. Also, when writing the petition, be sure to use a 
blood-based ink if not your own. 


As we have seen, there is a special bond as well as a special 
force that is created when the Necromancer takes on the service 
of a familiar. These relationships will last literal lifetimes and 
such is very true for the way in which servitors and Necromancers 
will forge their own relationships through respect, trust, and the 
sharing of knowledge. Up until now, most of the journey for the 
Necromancer is likely to be a lonely one. Here, the Necromancer 
has an opportunity to create new meaningful relationships and ones 
that prove to be much more to his or her liking as there truly are few 
who can respect and fulfill the demands of any relation with a Master 


of the Grave. 


Book V: Servants of the Necromancer 

+ Can you successfully identify the listed spirits when visiting 
Keraktes in meditation? 

+ Are you able to call forth a death familiar’ 

f Are you able to obtain a grave totem into your service? 

+ Are you successful in summoning and binding a servitor to 


your service? 
+ Have you yet honored the servitor by assisting it with its own 


personal agenda? 


STI 


Death Magick 


Book Six. Death WNaaick 


“There’s nothing more natural than death.” 


Necromancy takes on many forms, but nothing comes to 
mind more prominently when one hears the word necromancy than 
a death curse. Yes, even more than zombies, the shrill thought of a 
Necromancer cutting down his enemy with the hand of Death prevails 
over the image of hordes of mindless, shambling zombies rising up 
in search of brains. Exercising ones control over death strikes its 
a few key ways: throwing death hexes, reanimating the dead, and 
undead apotheosis. Upon finishing this book of the grimoire, you 
shall have obtained the first key of absolute necromantic authority. 


Death magick is similar to the Keraktian rites in how they are 
cast through various means, however, the Necromancer may utilize 
any extra components he or she wishes by burying them or setting 
them ablaze to conclude the rite. The formula for this offering is 

iven below. For now, we focus on the understanding death magick. 
As the Necromancers of the Tower of Atrophy have mastered, our 
death magicks comprise curses, invoking aspects of the undead, 
unleashing plagues and various maladies, feasting upon the dead to 
nourish your own dark soul, and using corpses and spirits alike to 
perform a modified version of remote viewing. I know by this point, 
you re eager to begin, so let me first explain the offering of special 
components that are used beyond the oration of charnel whispers 
and the aligned spiritual focus. 
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Offerings to the Spirits 

The workings of death magick rely upon the use of charnel 
whispers as do all the necromantic magicks contained herein. The 
Disciples of the Maergzjiran Cabal are accustomed to using certain 
aligned components and making use of flavorful rituals to obtain 
their hearts desires, but this is the standard traditional take to 
magick. What | have presented here is the way of Grandmasters, 
not the overly systematic and flashy rituals that accompany so many 
schools. Magick being a natural part of our world and our being, we 
learn to tap into the magick flow and manipulate what is rightfully 
ours. While I gave a useful list of components in the first book of 
this grimoire, they are not necessary, though they do have their place 
and can help the Necromancer to amplify various aspects of his or 
her rites. One way in which we do this is to make an offering to the 
Spirits of Keraktes for their assistance as we are not yet master at 
this point in our quest for undeath. Offerings are made by burying 
or burning as I have said already. However, we must be sure we 
use appropriate offerings. For instance, if you are summoning a 
servitor, you would not offer the locks of hair of your sworn enemy. 
Instead, you might offer milk, wine, or blood which youve drawn 
from yourself as a tie to bind your spirits together. 


When the Necromancer makes an offering, it is to be 
buried at the place where the rite was performed. An appropriate 
way to direct the offering is that upon burying it, the Necromancer 
might say something akin to, “Lord/Lady (Patron), please take this 
sacrifice and accept it. May your hand guide my soul. The same 
is true for burning the offering, though the Necromancer should 
have a mulberry or cypress candle to burn them over. This should 
also be reused as the candle carries with it an accumulated power 
from the offerings. The remnants of a fully used candle should be 
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buried near your own sanctuary of ata special grave you ve worked 

regularly. This quick and simple conclusion to your rituals shoi f 
be performed directly following the actual execution of the rite tl 
It is a very potent way to gain an extra boon while also Showing . 
deep respect for the Court of Keraktes. BS 


Death Hand 

Necrotic energy surges forth from the pits ol Keraktes 
through the Necromancer. From his hand, the black shroud of 
death fills his enemy's soul paving the way for his demise. 

CHARNEL WHISPERS: Incalestir (Thn-kah-les-teer) 


Corpse Eyes 

Using a corpse or spirit as the vessel, the Necromancer 
enters through it in spirit to see, hear, feel, and taste all that dead 
one observes. 

CHARNEL WHISPERS: Yktorimenesz ( Yik-tour-ih-men zh) 


Bloodlust 

Invoking the essence of the Vampir, the Necromancer is able 
to create a blood curse within his enemy which depletes one's life 
essence, strength, and memories and gives them to the Necromancer. 

CHARNEL WHISPERS: Siriknymath (Seer-ihk-nee-mah th) 


Soul Re past 

The Necromancer simply drains the last remaining aspects 
of life force from any living creature that is dying, recently deceased 
or from the ambient residual essence left behind. This further fuels 
and empowers the Necromancer's soul; vitality, strength, spec 
clarity is gained. 

CHARNEL WHISPERS: Maraszak (Mar-uh-shah k) 
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Profane Invigoration 

Calling forth the essence from the Well of Souls, the 
Necromancer is infused with unholy vigor, infernal clarity, and power 
of spirit. 

CHARNEL WHISPERS: Akortasaeryn (Uh-kor-tih-say er-in) 


pa I qbtmare 

Calling forth the legions of night haunts, the Necromancer 
seeks to afflict his enemy with the madness of fear, never-ending 
psychological torment, and nightmares thus leading to the enemy's 
eventual turning into a future undead servant. 


CHARNEL WHISPERS: Nasyrikoth (Nah-steer-ih-kah’th) 


Throat Sf if 

Using the death essence directly applied to one s enemy, the 
vocal cords are stayed and the individual is silenced from uttering 
words of power and incantations or speakin 

CHARNEL WHISPERS: Indisiling (Ihn-diss-ihl-eeng) 


Hfi qbt 

Joining the planes for a brief time, the material plane is 
wrought with blight which seeps into the lands, leaving behind rot, 
decay, and an ever-spreading vortex of undeath. 

CHARNEL WHISPERS: Xikarthenaris (Zih-karr-thih-nay er-iss) 


Dessication 

Drying out the flesh and sinew, the body of the Necromancer’s 
enemy becomes gradually dehydrated and sick. Complete and utter 
ee: of the body entails, leaving but a simple husk of dried flesh 


ehind. 


CHARNEL WHISPERS: Urethnykas (Yoor-ehth-nih-kah’th) 
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DVlocturnal’ Awareness 

Invoking an aspect of Tenebrion, the Necromancer becomes 
fully aware in all senses of all that dwells in darkness. Sight becomes 
natural in darkness and sound, smell, touch, and even the taste of a 


cold wind becomes acute. | 
CHARNEL WHISPERS: Akaratos (Uh-kahr-uh-tou’s) 


Deathmark 

Unleashing the death essence upon an enemy's soul marks 
them with the lingering doom of the grave. Luck runs out, the 
mind clouds, flesh fails, and the mind corrupts. Through this, the 
Necromancer brings forth a premature end to his or her enemies. 

CHARNEL WHISPERS: Liamorosz (Lee-ah m-oor-osh) 


Souf Porson 

This hex is primarily useful against those of strong faith. 
Once the darkness of Keraktes begins to creep inward, the ties that 
bind one to their patron is severed and all innate ability once found 
to be had in ways of magick, spiritism, mediumship and so forth 
rendered void within the individual. 


CHARNEL WHISPERS: Arakezt (Ahr-ah-keh’zh’t) 
Soul Wefd 


Drawing apart elements of various spirits as focused upon 
through pre-ritual meditation, the Necromancer melds them with his 
soul from new moon to new moon. 


CHARNEL WHISPERS: Harenanex (Hah-ray’n-ah-neks) 


| ) 
Reaver § Ferocity 


Invoking the speed, strength, murderous ability, and surgical 
skill aside the predatory instinct of all great beasts, the Necromanct! 
joins the ranks of the undead but for the course of the night. What 
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will come of this rite is at the mercy of the Necromancer 
HARNEL WHISPERS: Ravanos . 

Waters of A qonv 

The Necromancer evokes a vile hex upon an individual or 
over a group ot people who succumb to the fiends that drift under the 
murky waves in Keraktes. Those afflicted by this curse are subjected 
to a fatal risk ot drowning whenever they near water. This has been 
observed during one s swim, bathing, even drinking. 

CHARNEL WHISPFRS: Antiquarasis (Ah'n-tih-kwar-ay-siss) 


false Disons 
Calling upon Rishar's black essence, the Necromancer afflicts 
an individual with dreams, visions, prophecies, and intuitions that will 


lead them to dismay if followed and terror and paranoia if neglected. 
CHARNEL WHISPERS: Varlirosz (Vah-lih-rosh) 


Awaken the Dead 

By allowing the full intensity of Keraktian energy to flow 
forth from the Necromancer, the dead beneath and soil and the 
spirits who walk in worlds apart from our own are awakened with the 
enslaved desire to serve their new master. 

CHARNEL WHISPERS: Dareszinakor (Dah-resh-ih-nah-kour) 


Book VI: Death Magick | 
f Do you control the death essence’s higher intensity comfortably? 


f Are you successful in casting magicks of a higher Keraktian sphere! 
t Have you successfully cast each power given in this book? 
f Do you possess masterful control of at least five death magicks? 
f Are you able to observe the difference when you offer 
sacrifices concluding your rites? 
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Soul 9 hylacterie § 


Wook Seven. Soul Mhyfactertes 


Phylacteries are the vessels which house the soul of the 
Necromancer as he attempts to step beyond the bounds of mortal; 
His newly won state of undeath marks the second key of necromantic 
authority. A phylactery is a prized vessel indeed. As it contains 
the Necromancer’s soul, it is to be something not easily destroyed 
manipulated, or recognized as being a phylactery. I have often been asked 
by my students and others who wish to partake of the transtiguration 
path if “this” or “that” will make an acceptable phylactery. Here then 
| shall make of list of what I know to be appropriate and then I shal 
offer information on the phylacteries I have used in the past. Yes, that 
a plural remark as the soul can and at times must be transferred, but | 
shall divulge that information later on. 


A Yecromancer’s Phyfactery 

| have mentioned already some of the qualities that should be 
apparent in the choice of phylactery being employed. A phylactery 
should also be something personal - something the Necromancer 
feels in his or her spirit to be suitable as well for holding their soul. 
| have seen a myriad of phylacteries used in my time and some have 
been incredibly clever while others seemed so blatantly foolish that | 
wondered if the Necromancer had no regards whatsoever for his ow" 
well being. Again, let us consider these qualities: durable, resilient 
to handling, personal, discreet, practical, and functional. Here 4% 
some of the common phylacteries I have seen used by Necromance 


in the Tower of Atrophy. 
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Amulet - A variety of amulets and necklaces, both mundane 
and ornate have been used as they're common in appearance and 
common to see others wear them. They're personal and always close 
to the Necromancer. 

Bone - Unsuspected and many times wrapped, boxed, and 
buried or kept in a special place, the bone is used for its natural 
association with death. Some Necromancers will scatter other 
bones among it to camouflage the phylactery bone. 

Corpse - The body of the deceased is one of the most clever 
ways by which to mask the Necromancer’s soul. This process ensures 
the corpse will be unhindered as who would think to decimate the 
body of their loved one in order to destroy a Leiche? The whole 
theory sound quite ludicrous to most individuals even among the 
dark paths. The body remains intact due to the energy of the soul 
and should the body be dismembered and scattered, there then exists 
a series of quasi-phylacteries now and to the Necromancer's ease, his 
or her soul can be called by only possessing a single remnant of the 
body. 

Crown — For the arrogant and prideful, the crown is worn 
by those Necromancers who wish to assert their authority and who 
enjoy the over the top theatrics of holding power over something 
beyond themselves or others. Crowns are flashy and draw attention, 
hence I do not fully endorse the use of crowns, but that is for the 
Necromancer to decide what is best. 

Grimoire — Another fine example of using something always 
close to the Necromancer, but in this instance, we find that there is 
a special power that seems to fill the grimoire or other book as well 
by having the soul within. Normally, the Necromancer will create a 
special page that bears his or her personal seal and in order to fully 
remove the soul, the page must be removed and burned. 

Jewel - Like the crown, some Necromancers make a spectacle 
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out of their achievement and place their soul in something that would 
even on a mundane level be prized by others. Stones have the same 
quality of dispersion as the corpse if shattered, but they are much 
harder to break when they are infused by the soul. 

Organ - An organ, normally the heart is herb and satt 
dried, placed in an iron container and is buried in a place sure to go 
unnoticed, or is again, kept near. Some Leichees who ve lived on for 
many years and worked diligently during that time have forgotten the 
location of the phylactery and thus have had to employ the service 
of spirits to help them locate it. I dont necessarily endorse this 
medium either as it is organic material that can be destroyed without 
much effort. 

Ring - Similar to the amulet, the ring is personal, on the 
person, and will almost assuredly go unnoticed since the vast majority 
of people wear various accessories. 

Scepter - A powerful, standard instrument of authority, the 
scepter is the mark of kings, warlords, and popularly, the Leiche. 
Scepters take on different forms, and some Necromancers even use 
these scepters, which are typically made of metal, as bludgeoning 
weapons. This certainly makes it a viable and versatile choice. 

Staff - Staves are stereotypes of the arcane practitioner and 
that is precisely why we sometimes elect to use them as in the modern 
day, they are seen more for costume than anything. Also, the short 
staff, or cane is substituted to fit into society for the well-dressed of 
unsuspecting Necromancer. 

Statue - Some Necromancers find a comfort in placing 
their soul in a figure of some sort. Statues of all shapes and sizes fit 
this description and in most instances they will go unnoticed. Some 
Disciples of the grave choose to have statues of their patrons serve 
as their soul phylacteries, showing a deeper respect and trust in thei! 
union. 
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Talisman — Relics already possessing an impressive magickal 
force are highly sought after to serve as phylacteries. Necromantic 
magicks imbued into relics double serve the Necromancer through 
this multifaceted application of the death essence. 

Urn - A vessel naturally chosen to house aspects of the 
deceased, the funeral urn is used, but it is best when it is first cleansed 
of it previous resident and is then prepared accordingly. | recently 
had a Disciple inquire about this and truth be told, it does make 
a rather grand phylactery as it is durable, unsuspecting, and nearly 
everyone respects what it represents; what, or rather who they believe 
rests within. 

Wand — Similar to both the staff and the scepter, the wand 
which is already a common tool amongst Disciples serves the 
Necromancer is a multitude of ways and having the soul housed 
within further amplifies the power and use of such a phylactery. 

Weapon - Athames, daggers, swords, scythes, sickles, razors, 
and other weapons are also quite common as they are used to slay 
anyone attempting to tamper with the phylactery. 


Dre paring the Whyfactery 
When you ve taken the time to consider your options and decide 
on what will become your phylactery, you will need to first acquire the 
vessel. If you're experiencing difficulty deciding what would best serve 
you in your personal situation, it is wise to call upon Vistaeryn to assist 
you. It should be noted now as it has not yet been addressed, that any 
act of supplication and at least some act of sacrifice in honor of the 
particular Keraktian Spirit will suffice, but it should always be adhered 
to until such time as they give you the authority to address them directly 
and personally without any form of offering and praise. With the soul- 
Ousing vessel in your possession, you may then proceed to prepare it as 
needed for it to become the legendary soul phylactery. 
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The first stage of preparation is to ensure the phylactery is 
physically cleansed of any unwanted debris, dirt, muck, or otherwise 
unsatisfying material. If you've pulled the ring from a dead man’s 
finger and savor it in that state, then by all means, use it. If you want 
it shiny and ready for a new hand, then do what you must. Having it 
physically ready will allow you then to ritually prepare the phylactery 


for your soul. 


Che Soul Phyfactery: Rite of Cleansing 

This rite itself spiritually prepares the vessel for becoming the 
soul phylactery. 

REQUIREMENTS: The chosen vessel, parchment (x2 sheets), 
blood-based ink, black, mulberry, or cypress candle, whole mandrake 
root (male or female based on your gender), a wood or iron box or 
a leather pouch, twine or rope 

SPECIAL: This rite is to be performed on the night of the new moon. 

CHARNEL WHISPERS: Arikynath (Ah-ree-kye-nah th), Sarensz tiil 
(Sarr-eh’n-shih-tee'l), Arentii (Ah-reh’n-tee), Nyrenthyzot (Noor-en th- 
ee-zhah't), Firventis'n (Fohr-en-tee-sehn), Orenoxis (Err-eh-nahk-sihs) 

To begin the work of cleansing, you will need to draw 
Vistaeryns Seal of Cleansing on one sheet of parchment and 
Vistaeryn's Seal of Awakening on the other in the blood-based ink 
you ve acquired. Each should then be folded into a smaller square 
and tied with twine. Do not forget which is which as you will need 
to burn the Seal of Cleansing later. 


O 





Seal of Cleansing Seal of Awakening 
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If using a box, you shall proceed in the following manners 
with the Seal of Awakening, you shall place it within the box alony 
with the mandrake root. The blood-based ink can then be sprinkled 
over the mandrake root or your own blood as you speak, I anoint 
this root as a symbol of my being and it is interred alongside iny 
phylactery. At this time, you will place your phylactery within the 
box. “Together, Vistaeryn, join together my body, my soul, and this 
phylactery. 


If using a pouch for a smaller phylactery, you shall place the 
Seal of Awakening within along with the phylactery item and tic it 
around the mandrake. Using your blood or the blood ink, anoint 
the root and the pouch. As you do, speak, “I anoint this root as a 
symbol of my being and is bound to my phylactery. Vistaeryn, join 
them together with my soul; binding them as one vessel, one body, 
one gateway for the shadow of death.” 


Having prepared them in the chosen fashion, you shall then 
take it to a charnel field. Battlefields, cemeteries and the like are you 
locale for the continuation of the rite, or you may perform it entirely 
at the chosen ritual space. Find a point between two tree, two grave 
monuments, two mausoleums, or at a crossroads. Dig a hole at least 
a foot deep and do try to ensure that you keep the grass intact so you 
can cover it without showing that the ground had been disturbed. 
Now, you shall place the vessel into the hole. Light the candle and 
proceed to burn the Seal of Cleansing, allowing the ashes to anoint 
the vessel and the phylactery’s grave. As you do, speak out, “Lords of 
Keraktes. Ladies of the Eternal Grave, hear me. Take this offering as 
a mark upon my soul; that I shall return to this place in one moon's 
time. When I do so return, see that this vessel shall become the 
phylactery that I desire and in my absence, prepare it in the frigid 
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darkness of the Planar Underworld.” Cover the vessel and 


allow t| 
candle to burn out over the phylactery grave. As it burns prox p 
i i o r PNE 

to orate the charnel whispers and continue focusing your soul on y 


death essence flowing forth. 

In one moons time return and retrieve the vessel, Leave 
everything within the grave except your new phylactery. Make i 
offering of thanks to the Lords and Ladies of Keraktes and de 
the area in the name of Vistaeryn. The offering should be of blood 
flesh, the spirit of another creature, or something akin to this organic 
and material body that is intimately entwined between life and death, 
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Safe guard's 

For the entire duration which you shall have the phylactery 
in its prospective state as well as the time you shall have your soul 
interred, it is monumentally important for you to have safeguards in 
place to protect your investment as well as your soul. It makes no 
sense to endure the rigors of creating and imbuing your phylactery 
just to let it fall into hands not of your own. I have seen a wide 
variety of safeguards set up to ensure the possibility of enemy hands 
touching the phylactery lead to a fatal end for the fool crossing the 
Leiche. I have seen charged sigils in place around the phylactery, 
undead servitors set to protect the area, the phylactery itself has been 
enchanted further with a signature spell which will curse or even stop 
the heart of someone other than the Leiche touching the phylactery 
and in other instances, the modern Necromancer sometimes will 
have security systems installed as well. Some Leichees prefer to 
take matters into their own hands. using their stolen phylactery 
as an excuse to perform “the harvest” and spill blood, raising the 
perpetrator into his service to conclude the hunt. It all depends = 
your style. I will offer you the methods which I have used masterfully 
to much delight which have worked impeccably. | must also note 
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that all of these are currently in place together working as one. From 
the vantage point of my own experience, I can attest to the power of 
these as others’ servitors, enemies of both the flesh and spirit have 
succumbed to the taint of Keraktes while attempting to tamper with 
my own phylactery. I will offer you the most potent effects, though 
you may substitute it as you wish by stating the specific intent. 


Che Arcane Seal of the Souf Ward 

An initial safeguard which utilizes a single or series of 
protective sigils in place around the phylactery to instantly sever the 
soul of the individual attempting to near your phylactery. 

REQUIREMENTS: Black, red, or white paint, thirty drops of 
blood (from self) 

CHARNEL WHISPERS: Karastyn (Kah-rah-steh n) 

The formula is rather straightforward in that you must first 
make the sigil wherever it shall be placed. I have seen them marked 
upon the floor, on walls, ceilings, and many of them were not visible. 
By using the spirit sight that comes from being a Necromancer, you 
see it radiating from someplace hidden. In many instances they were 
marked upon a wall which was covered by wallpaper, curtains, or 
tapestries. Your blood is to be mixed in with the paint before you 
place the seal at your chosen location(s). It should be noted that one 
will suffice or you may wish to place them strategically depending on 
the area they are to guard. 


When you ve marked the surface(s) desired, you shall then 
dip your hand into the paint and place it firmly within the middle 
circle, so it is advised you make the seal large enough for your hand 
to fit without crossing the lines. As you do, close your eyes and 
envision it glowing in your mind's eye. Foresee it exploding with 
Power as an unknown individual attempts to near your phylactery. 
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At the moment of explosion, speak the charnel word and alloy 
death essence to return you to the waking world. Repeat this . 
necessary. It should be noted that there is an unknown relation 
takes shape in this rite. The seal will not function throug 
only within a designated area almost as if the sigil could 
phylactery and act as needed. In this sense, the sigil almost t 
the notion of being semi-intelligent. 


ON thay 
h Walls, 
See the 
akes On 





yn 
Wa V, 





Arcane Seal of the Soul Ward 


€(ite Guardians 

In calling forth the servitor as we performed in book five 
you simply need to state in your calling that you require the number 
of servitors present to act as vigilants over your phylactery and how 
they are to perform their duty under your command. The works 
of creating a phylactery and the subsequent transfiguration of the 
Necromancer’s soul is an event that brings celebration throughout 
the halls of the dead and in the whole of Keraktes, therefore, the 
Spirits of the Keraktian Court will be sure to send forth their elit 
into your service. 


Soulbound Pbyfactery Enchantment 

Using the death essence to place a ward over the ph 
can keep anyone from touching it except its master else a cur 
be unleashed upon the soul of the defiler. The nature of the 


ylactery 
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hex sel 


S30 


forth varies as the Necromancer’s need change, therefore, the charnel 
whispers spoken too change in order to shape the death essence 
accordingly. 

REQUIREMENTS: Phylactery, incense made of equal parts 
mandrake root, fumitory, black nightshade, white oleander, hemlock, 
rowan, and yew, anointing paste made from nine spiders containing 
necro toxins such as the black widow or brown recluse. 

CHARNEL WHISPERS: See below 


Asa preliminary working, you shall create the incense during 
the infernal hour, which is time between twelve midnight and three 
ante meridian, also known as the witching hour. You should also 
take note to it being the night of a full or new moon as the energies 
of Tenebrion are strongest on these nights. The incense should 
be chopped, ground, and mixed well to ensure it burns evenly in 
a cauldron or incense pot. Either during the same night or upon 
the next, you shall create the paste from the nine spiders. They 
create a thick, bloody and poisonous paste from their blood and 
organic matter. This should be contained in a sealed vessel until you 
are ready to use it as it can and will dry out or contaminate other 
materials. 


The time has come to enchant your phylactery. While 
there are many differing approaches to this rite, I shall offer to you 
my own method, which has been regularly adopted by many other 
Necromancers. Upon a grave altar, which is anything ranging from 
a coffin, tomb, a corpse, or even simply using a fresh grave, a black 
cloth is placed atop. At the top left corner is placed the incense pot 
and the incense is lit. The phylactery is then placed at the center of 
the cloth. Beside it, | place the vial of arachnid effusion. It is then, 
which | begin with a mild grave meditation and a calling of spirits 
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as thus: “Brothers born in Darkness and sisters shrouded in S 
| open this gate unto your dwelling places in the sunless chasms 
Keraktes. Come forth my unholy siblings and unite with Migi 

this unhallow crossroad.” Following, I allow the air to chili and h 
spirits of the underworld to enter this plane and stand beside me 

From here, depending on your location and the amount of incense 
you have, you may need to work quickly, however, the Necromance; 
must not lose sight or control of the death essence as it is gravel 

crucial that this rite be executed properly. The phylactery is first to 
be anointed with the smoke of the incense. As the smoke rolls Over 
it, these words are offered: “Lord Zazazel, it was you who was first to 
master the rites of the phylactery, thus guiding all Necromancers to do 
the same. May this phylactery be forever guarded by the unforgiving 
and unyielding ravages of Keraktes.” Feel the death essence creating 
a shield over your phylactery as it flows between your fingers and 
encircling your vessel. Now replace the phylactery to the center of 
the cloth. Taking the arachnid anointing concoction, pour it over 
your phylactery. As you do, the grand charnel incantation is orated. 
“All ye spirits of darkness, souls of damnation, ghosts of forgotten 
memories, | invoke your hatred, your pain, and your woe. | give 
to you an opportunity to live once more. Join with me as | anoint 
this phylactery. In the tongue of the entombed, I so command it! 
(Charnel Whisper)! Hear the charge of the Unliving One and serve 
as | direct. (Explain the charnel power and how they shall bear it 
within your phylactery). I have command and so shall you now be 


reborn of this grave pact. (Charnel Whisper x3)! 


To conclude this rite, the Necromancer then places his 
or her hands over the phylactery and through the invitation of a 
open soul and an open vessel [phylactery], allow the Spirits 110” 
the Eternal Grave to rise up and enter into your phylactery via | 
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poison, blood, and membrane of the spiders. As the Spirits enter 
into your phylactery, they will be bound to it eternally as harbingers 
of a terrible curse which is laid upon any who tamper with your 
phylactery. As the Spirits know you, they shall also know who 
you would allow and who you would not to handle your phylactery. 
Should they be required to lash out against someone, will you, the 
Necromancer need to perform this rite again? Not at all for this is 
a permanency spell which can only be undone as will be discussed 
later on in the discussion of having become a Leiche and needing to 
transfer your soul to another phylactery to change the nature of the 
curse. Below are a few of my favorite curses to set upon one who 


wrongfully touches the phylactery. 


SoufBound hyf actery Enchantments’ Charnef Whisper Codex 
Paralysis — Sahlurak (Sah-loo-rah’k) 

Sleep — Indareis (Ih’n-dah-rees) 

Heart Clutch - Olcathouran (Ahl-kah-thoo-rah’n) 
Weakness of Limbs - Endalfiet (En-dahl-fee-ay) 

Blindness - Arsalein (Arr-suh-layn) 

Deafness - Calosena (Kah-loh-seh-nay) 

Silence - Liosiortaa (Lee-oh-see-orr-tay-uh) 

Severance of the Soul- Izhorbentza (Uh’i-zh’our-behnt’zhah) 
Nausea — Vaeriis (Vay 1-ee is) 

Fear/Terror - Garasztul (Gah-razh-too 1) 

Submission & Enslavement — Myarkorinith (Mee-ar-kour-ee-neh th) 
Generational Curse- Sazha kalombaer (Sah-zhah-kah-lou'm-bay er) 
Transferable Plague & Disease — Riisintiir (Ree-ess-ehn-tee-er) 
Quickened Aging - Alorok (Ah-lohr-oo ahk) 

Haunted - Naszaszen (Nah-zah-zheb'n) 


While there is more to be said about the use of the phylact 
this is to be covered upon performing the Rites of Leichedom ne | 
this time, the phylactery now is a blank canvas and is rena at 
house your soul. However, before the Necromancer can ly 
such an unholy rite, he must first perform two major executi a th 


Leiche’s Wake and the Black Harvest. 


Book VII: Soul Phylacteries 
+ Have you weighed all options available for an appropriate phylactery) 


f Did you seek guidance from Vistaeryn? 

# Does the chosen phylactery suit you and your situation? 
+ Have you performed the Rite of Cleansing as given? 

f Are proper safeguards in place to protect your phylactery? 
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Che Lich’ s Wake 


Book Cight. Che Lich’ s Wake 


Before the Necromancer can become a Leiche (Lich 
interchangably), he must first obtain a sound mastery of necromancy 
and the death essence. He then prepares his phylactery. Performing 
the Leiche's Wake follows, and then he executes the Black Harvest. 
This is all to set the stage for a series of rituals known as the Rites of 
Leichedom. If up to this point the Necromancer thought that he or 
she was intimately acquainted with death and Keraktes, then upon the 
completion of the Leiche’s Wake, there will be a great realization of 
just how near, yet so far away he or she truly was from their previous 
understanding. 


A Leiche wake takes place to “deaden” the soul. Deadening 
the soul removes the hindrances of morality, mortality, and places 
one at the very brink of death, yet without ever having to worry 
about dying for all he or she loses in the process is replenished 
with something much darker; unholy, unliving, and defies the natural 
world in every way possible. The Necromancer is continually in the 
process of deadening with every word spoken to the dead, every rite 
performed, each time a charnel whisper escapes his lips, when the 
dead are near, and even when he reads the words of a grave tome such 
as this. Every thought and deed leading up to this point has merely 
been in preparation for this demanding series of isolation, ritual, 
mortification, and sacrifice. At this point in the Necromancer s 
progress, | now must advise that the rules of being human and 
experiencing all experiences no longer applies here, but rather is 
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restricted tor the sake ol the Necromancer § assured Success In his 
craltwork. This is not to be taken lightly as when the prosper live 
Leiche makes his intentions known to the Court of Keraktes, all eyes 
in the Eternal Grave are upon him. To slip now would bring ruin 
upon him. Again, I strictly advise you heed my words as once you 
begin there is no turning back. 


Leolation 

Leiches’ wakes cannot occur inside the confines of societal 
interaction. The success rate of Necromancers who mingle with 
mortal souls and profess their ‘normal socieally-acceptable behavior 
quickly lose sight of their goal and lose all of their momentum, 
thus basically damning themselves to start anew and seek to earn 
the respect and trust of their companions and patrons in Keraktes. 
Isolation is required at this juncture to keep the Necromancer 
focused on the task at hand. By this, | mean that time is taken 
to remove oneself from society; friends, family, work, and all other 
obligations in order to pursue this course of action. For many, 
this is an unreasonable and to them completely impossible feat to 
undertake. 


Hence, I ask you to recall my words in the first book where | 
explained that this would be a lonely path indeed. However, the fruits 
of your labor are seen en mass directly proceeding apotheosis. I have 
often been asked if becoming a hermit is really necessary. Of course 
it is. Consider that you re preparing for a test you know is going to 
be very difficult. Your roommate is blaring music you abhor, the 
neighbor's eight dogs are barking, traffic and trains continually pass 
your window with horns and alarms sounding every few seconds. 
Your family or other companion or consort is in your ear wanting 
your undivided attention and technology offers no relief with media 
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force feeding you in every way imaginable. How might you expect 
to focus and properly understand and meditate on what you're 
attempting to learn? Exactly. Spirits abound, the Necromancer will 
need darkness, quiet, and time alone to become the soft clay needed 
in order to be shaped into the undead by the hands of their undead 
patron. The Necromancer is advised to elect a main dwelling that he 
will reside in almost exclusively during the wake and he should leave 
it unless absolutely necessary. 


Ritual 

As with all workings along this path, ritual is a continued and 
integral part of becoming all the Necromancer seeks to be. Ample 
space will be needed, and going hand-in-hand with isolation, the 
rituals will require an intimate arrangement for you and the dead to 
live and work together without disruption. The rituals of a Leiche’s 
wake are neither overly theatrical nor are they simple invocations 
of energy which are channeled at the utterance of charnel whispers. 
Instead, they are necessary actions carried out religiously which honor 
the dead and the undead, but also bring the Necromancer into closer 
communion with them. While not all must be performed, some 
must be carried out as the Necromancer sees fit in order to become 
one with the grave. Some are repulsed by certain rituals while others 
simply bask in the glory of it all. I will offer a great deal of insight 
into the various rituals of the Leiche’s wake and it is for you then to 
pick and choose which best suit your needs and desires. Remember, 
on this path, the Necromancer is to gain a power far beyond his 
own imagining and therefore, the common outlook of the Tower of 
Atrophy’s Necromancers is, “the ends justifies the means.” 


Mortification 
What a better way to feel dead than to be struck down 
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physically. Mortification is a skill which was recently introduced 
under my inquisition into the Tower's practices for its effectiveness 
in delivering the right dose of pain and power in one which the 
Necromancer so dutifully requires in order to gain a better 
understanding of his place between Etheris and Keraktes, as well as 
what he will become and where he will go. For many Necromancers 
whom I've encountered, there is a likeness taken to the alternative 
lifestyle (as if this weren t alternative enough to begin with). By this, 
| am referring to bondage and sadomasochism. It isn’t for everyone 
and I neither condone nor condemn it, but it is definitely a powerful 
way to bring pain of death much closer to the Necromancer as the 
reality of what is and what could be is very much a breath away. Other 
means of mortification is strict fasting, sleep deprivation, exercising 
well beyond one’s limits, contortion, and one method I introduced 
during my rise up the Tower which is that of purposefully evoking 
various Demons and Spirits to haunt and torment me, to take my life 
breath, and to afflict me with various ills in the hope of deadening 
the soul and rendering me a perfect candidate for Lichdom. When 
asked about this area of the Leiche’s wake by other Necromancers, 
I can only say that one should be creative and invent new ways by 
which they can inherit deeper understanding and wisdom of every 
great Leiche, earn the blue lips of the deceased, and the strength of 
the undead. Again, the ends justifies the means. 


Sacrifice 


In some ways similar to both ritual and mortification, 
sacrifice in the sense of it pertaining to a Leiche’s wake is versatile. 
It offers something useful to the Necromancer in honor to his or her 
Patron and to all Spirits in fact. This can be as simple as making 
a meal which the Necromancer then gives up in order to give it in 

onor, or it can be a blood sacrifice. performing an array of acts for 
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the glory of the dead, and much more. As with ritual, I will divulge 
further details on common practices and many acceptable means of 
sacrifice which are of great enjoyment to the Spirits of Keraktes. 
Ultimately, your patron will also know what moves you; what you 
yearn for, what is of value to you, and what you desire, so at anytime 
should you offer it instead to the glory of your patron or to Keraktes, 
this can be considered sacrifice. Other forms of sacrifice are more 
gruesome and require a certain level of depravity to be carried out 
by the Necromancer, but again, it is indeed of great liking to certain 
Spirits of Keraktes. Like I've said, be creative and look deeper into 
your own soul to discern what is suitable if you are not explicitly 
given direction or you are in need of guidance. Lastly, as I close on 
this summary, sacrifice is, once given up for Keraktes, not to be in 
any way reclaimed. It is given to Keraktes and this must be honored 
lest the Necromancer lose trust, respect, and the dark blessings of 


the Spirits. 


Executing the Leiche’s Wake 

I have given a brief description of some of what will be 
expected of a Necromancer who intends to embark and succeed in 
executing the Leiche's wake. However, I shall also break down the 
steps by which it is to be carried out to ensure the pace of this 


magnificent work. 


Before actually beginning the wake, | often am asked how 
long this journey will take to reach its summit. That question is 
one | cannot answer as it varies by the individual. For those like 
myself who have always had an affinity for the death essence and 
a morbid curiosity, the wake may only take a matter of days or a 
week. For some, it requires more time in the charnel house. It 
all entirely depends on your personal level of intimacy with death. 
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The wake itself should carry about it a daily and nightly routine. 
Regardless of your choice of sleeping at random, during the day or 


night, there are specific requirements that should be met throughout 
the hours. Upon the hours, the Necromancer should focus on the 


hour's meaning and chant or even sing the charnel hymn five times 


Dead Hours 


At important times throughout your twenty-four hour day, 
you will need to make sure you have ample time and resources to 
make honor of these specific times. These hours have very delicate 
meaning to the Necromancers of the Tower of Atrophy as you will 
see explained on the next page. I will note that in the event that 
you are in the midst of necromantic work such as death meditation, 
conjuring and communing, and so forth, you need not stop to honor 
the hours, rather, at the conclusion of your rite make a display of 
honor to your patron and the spirits of the Eternal Grave as to make 
the dead hour offering atop your ritual work is in actuality somewhat 
redundant. 


Opening the Gates of the Charnel House 

The Necromancer having removed himself from the world 
and having now dedicated an area to be his main dwelling throughout 
the coming days, he opens a direct gate to Keraktes which will create 
an unrestricted flow of energy and will forever leave the door open for 
Spirits to traverse at their own discretion. 

REQUIREMENTS: None 

CHARNEL WHISPERS: Carszien Oriestia (Kahr-shee-en Orr- 
ees-tee-uh) 

The hour itself should be at eleven post meridian as upon 
its opening, you will proceed into your dead hours. If you have 
a window that will allow the nocturnal and lunar energy in, then 
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by all means open it. If not, then your windows should always be 
closed to blot out the sun and/or man made light. Now, in the 
darkness, seat yourself or lie in the middle of the room. Begin with 
a basic death meditation and chant the words “Carszien Oriestia”. 
As the death essence which you ve become so familiar with rises to 
a swell within your soul, then remove yourself from the meditation 
and orate, Buried King, Zazazel, | ask you to observe my work 
and see it masterfully completed. Guide me into the arms of the 
dead and grant me thy boon of eternity in Leichedom. Nhilmice 
| request of you to open the gates of Keraktes as I open the gates 
of Etheris. Allow the souls you keep vigilant watch over to come 
and go through our gates and to know this desecrated sanctuary 
as another dwelling in Keraktes. Indeed all Lords and Ladies of 
Keraktes, Most Unholy and Grand Spirits, be with me and guide 
me. Keep me on the gravebound path and assist me to not fail you 
or myself. In this, I am one with you and becoming ever-worthy of 
the mantle of undeath.” 


This simple act combined with your full intent and desire 
to pursue the path of undead apotheosis will bring the whole of 
Keraktes to the edge of your very soul thus bridging the planes as 
needed for the remainder of your craftwork. 


Midnight Offering 


The hour which truly marks the beginning of all great works 
of black magick, at midnight, the Necromancer makes offering by 
honoring all forces of darkness and asks for the dark blessing of 
spiritual power. 

“O Lords & Ladies of the Darkness Most Absolute and 


Infinite, | am one with you. Accept me as a child unto his parents 
and teach me the secrets of your wrath.” 
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One Ante median Offering 

In this hour, we revel in the whirling essence of darkness. 
As such, we gaze upon the darkened sky and request the power and 
wisdom of the planes below. It is also a point which reaches into 
the hours as a summit of the Infernal Hour which has great meaning 
and power to all Disciples of Darkness, but to the Necromancer as 
he knows that the dead rise and attain similar strength during this 
time. 

“The hour after our birth in darkness we are to gaze upon the 
first key of power. Grant me thy wisdom that I may without error 
decipher the way unto eternity. 


Cwo Ante meridian Offerin q 

Many rites reach their summit at the stroke of two for the 
Spirits have their greatest infusion of power through their work with 
the Necromancer. We honor this hour as part of the Infernal Hour 
and continue to feed the gaping maw of the grave. 

“As the pinnacle of the Tower pierces the heavens, may | too 
pierce the heart of Gods. Lead my tongue and my hand that | may 


be their bane and the champion of woe. 


~~ 


As the Infernal Hour draws to a close, the Necromancer 
makes a final offering of the night to hold open the vortex leading 
into the planes below. This is also the moment in which the Spirits 
will be most frantic to resolve any task they are set upon. 

“And so as the Gate is closed, so may I be shrouded until 
nights further. 

When next the Grave calls we shall join hands at this altar.” 


Chree Ante meridian Offering 


High Yloon Offering 
| With the sun at high meridian, the day is at its pinnacle and 
is casting down the unholy works. The dead are pushed away and in 
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this hour, the Necromancer takes it upon himself to shout down the 
power of the light. The power of this offering is very mysterious as 
it has been observed to open a window of opportunity for those who 
need to perform workings of black magick-and in this instance— 
necromancy during a post meridian Infernal Hour. 

“Light casts shadows upon Etheris and from them I rise. 
Lend me your power and your Legions so that | may blot out the 


works of the light.” 


Dusk Offering 

In the hours of the day, dusk is the death of the day; the death 
of light. This hour gives rise to the opportunity for the Necromancer 
to hail the decay, the dead, and all that withers. Dusk is also a very 
appropriate time to perform many necromantic rites. 

"Rise before me ye dead and dying souls. As the Light is 


sundered, let it never come again; chained by the Godcage. ” 


WNW oonrtse Offering 

Directly following dusk, the moon rises at the call of the 
Necromancer and hails the great works of darkness, setting the stage 
for the Infernal Hour. At moonrise, all should be aware of the rising 
of dark spirits, shadows, and vile beings alike. 

“Father Death and Mother Grave embrace the world beneath 
you. Lead all beneath me to serve, all before me to bow, and all 
above me to fall.” 


Daily Z Xlightfy Wake Rites 

The dead hours then repeating, the Necromancer has 
a multitude of activities and workings that can be carried out in 
between. These rites, or as some may be suggested as “sub-rites” 
make it easy for the Necromancer to continually invoke and evoke 
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the essence of the grave. It is monumental in the Leiche’s wake to 
keep oneself entirely focused. Of course, between the dead hours 
there is likely much study, meditation, ritual that is carried out which 
will lessen the need to perform anything further, however, this can 
break up a routine and will allow the Necromancer to explore new 
avenues for building intimacy with the undead. 


Death Chants 


Death chants can be chanted singularly, in a series or string 
chosen by the Necromancer, or can be implemented into the use of 
other rituals to empower them. When used to amplify a ritual, the 
death chant-which is similar to a charnel whisper—can be recited in 
repetition as desired before the rites charnel whispers, after it, or 
directly concluding the rite. Below I offer some of the most often 
relied upon chants to enhance your ritual, the Leiche’s wake, as well 
as your own communion between your soul and the death essence 
swirling in the very being of Keraktian Spirits. I have presented 
these below in a systematic manner as to be chanted as a long string 
of chants, thus invoking a great mass of the death essence. All these 
effects holding importance to the Necromancer, invocation this sort 
offer a grand spiritual grasp over them. Noteworthy, these are not 
entirely rhythmic and the Necromancer should not feel that these to 
supposed to flow as western poetry or song. Rather, the last tone 
of the chant flows into the beginning of the next, thus allowing for a 
flow of breath and tone instead of breaking to reset the tone of the 
charnel verse. 


Haunt the Area — Irifaez kahnsiirnoth oratsinaer andoulah 
(Err-fay-esh kaa’n-seer-nah’th oour-aht-sih-nay-er ahn-doo-laah) 
Spiritual Calm — Ahnsar rimah caeress sirith 

(Ah’n-sah’r ree-mah say er-ehss seer-ih th) 


Prophetic Vision - Sarkurath therimor raeszhen nithrak 
(Sah-rah-koo-rah'th thay-er-ih-moor ray-sheh’n nih-thrah’k) 
Conjuration of Spirits — Kasret talmoriat takren nikathriay 
(Kahs-reh t tall-moor-ee-aht tah-kreh’n nih-kah-three-ahy) 
Hexing & Cursing - Varak kyshev vyrmyresz sahykahl 
(Vah-rahk kie-shehv veer-meer-esh sae-ih-kaal) 

Control Over Spirits - Leirshennykrinn nyaloth 
(Lee-ihr-sheen-nee-kreen nie uh-law th) 

Commanding Ones Soul - Thahlkanor ryszen norshian nytharahk 
(Thaal-kah-noor rie-sheh'n noor-shee-ahhn nie-thraak) 
Invoking Death - Kiresianen mondrith faeria miszkalom 


(Keer-see-ah-neh’n mahn-drih’th fah-kree-uh mihsh-kahl-ohm) 


Funeral of the Souf 

This is a rather morbid ritual which requires the Necromancer 
to come incredibly close to his or her own mortality. It brings 
one face-to-face with the dead and invokes the death essence in 
such a profound manner that the very preparation of this rite will 
deaden more than just part of the soul, but truly begins to mortify 
and transubstantiate the Necromancer s body. In essence, the 
Necromancer presides over his or her own funeral in a symbolic 
way however as the rite continues, aspects of the soul is placed at 
the grave and is ritually destroyed; sundering many mortal notions, 
functions, and the ties that otherwise bind one to humanity. 

REQUIREMENTS: Human remains, black candles (two or more), 
black cloth, blood 

CHARNEL WHISPERS: Arshaen (Arr-shay'n), Mryk’rlith 
(Mer-ee-karr-lih'th), Estarfien (Eh-staa’r-fee-en), Aran d’Vul (Arr- 
eh n D-Vool) 

Preparation is the foundation of this working. The 
Necromancer must first decide how his or her body will be 
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represented in this rite. Some choose to incorporate a coffin into the 
„ite whereby a whole body is placed within. Others use on ai | 
ash, others somewhere in the middle simply use a kaom seal 
Regardless of the choice, the black cloth is laid upon the m 
and the remains are laid out across the cloth. The candles ka then 
arranged as desired, though one must be at either end of your funeral 
display. For instance, one candle is placed at the head of a coffin 
and another at the feet. Any other candles may be placed wherever 
the Necromancer desires. As part of the preparation, blood from 
any source is then to anoint via direct contact to the remains chosen. 
Again, a common method is to pour blood down from the forehead 
over a skull. This preparation stage should be done over the course 
of one night, allowing yourself to meditate on the fact that you are 
without a doubt preparing the death and funeral of your mortal self. 


On the following night, you shall perform the funeral 
itself. You may wish to write a eulogy to be spoken, you may burn 
incense, dress yourself in funeral-appropriate attire, and so on. As 
the hour of twelve midnight strikes, proceed to light the candles 
and any incense you ve readied for this rite. Doing so, speak, “Lady 
Nhilmice, | commend the soul of (your mortal name) to you and 
through you into Keraktes. Severed from this world at the hand of 
Lord Imordicoth and joined to the Master of the Underworld, the 
Buried King, Zazazel. May you, Vrykanus disperse the memories 
of this soul unto your servants in undeath. Humbly grant us the 
understanding of the greatness this soul shall herald through your 
pale eyes, Lord Rishar. Into the darkness he/she is interred under 
your watchful care, Lord Tenebrion. May all Spirits hail the coming 
of this soul and claim him/her as one of their own in the cold 
darkness of the Eternal Grave.” Take time now to meditate on the 
words you just spoken-their meaning and how they shall manifest. 
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Consider the fact that you have, in these moments offered yourself 
as a living sacrifice and spiritual gift to the Spirits of Keraktes. By 
this offering, the Keraktian Lords and Ladies will come to weigh and 
judge your soul. This is, by virtue of having already been performed 
smiled upon by them. Their presence will cause the death essence 
within your soul to writhe, swirl, and swell. There is a point that 
every Necromancer will come to feel as if he or she is about to die 
from this overflow of energy. It is then that the charnel words, 
“Arshaen Mryk’rlith, Estarfien” shall be spoken three times as a cry 
of pain. These three recitations are spoken are followed by a moment 
to examine the effects of their presence upon your soul, which is 
followed directly by a final recitation of all four charnel words. A 
conclusion to this rite typically results in the Necromancer dropping 
to the floor; too weak to think, much less move. This forceful and 
taboo deadening of the soul by the hands of the Keraktian Spirits 
is enough to render the Necromancer immobilized for some time 
and it is having performed this rite in the first place which stands as 
a testament to one's desire as well as of gratitude toward the Lords 


and Ladies of Keraktes. 


Wortaf O8servation 


It is often an innocent act to observe others going about their 
daily business. However, to a Necromancer who is in the deadening 
process, doing this is a darkening process of the mind. Perched 
in his sanctuary in the top floor of an abandoned warehouse, the 
Necromancer spies out a broken window at the mortals that come 
and go about their day. In his mind, he concludes how he would 
make fine components of them for his macabre craft and the means 
by which he would carry it out. Observation of this gravebound 
sort truly darkens the mind and the spirit. Its often been said that 
thoughts lead to actions. This lead us to the next rite. 


ISO 


Hı qh Yecromancy 

This is not necessarily a term I associate with the followin 
actions, but | have often heard intimacy with the deceased as “high 
necromancy. It is entirely non-ritualized in regard to charnel 
whispers, incantations, spell components, and ritual tools. Instead, 
the Necromancer keeps near a corpse whom is spoken with, slept 
with, and in other ways worked with to join their Spirits in mixing 
bowl of death essence. This physical communion with the deceased 
has a way of deadening the soul and the body, thus making the 
Necromancer immune to many afflictions of the flesh. Many times, 
the Necromancer will first bind the soul of a deceased individual and 


the proceed to exhume their corpse by which he will perform his own 
take on high necromancy. 


Diet of a Ylecromancer 

During this time in solitude, the Leiche’s Wake should not 
afford any real luxury for the Necromancer, other than the necrotic 
fruits of his or her labor. Therefore, there isnt much that should 
be eaten or drank, especially following the funeral of the soul. 
Acceptable forms of nutrition are water, milk, wine, bread, plain 
meats, raw vegetables and fruits. Even as basic as it is, this isn t very 
compromising. It fully sustains the Necromancer without letting the 
immune system to fail. However, for a truly intimate feast for the 
dead would consist only of water and bread. This is bare minimum 
and is barely enough to support life, but that’s the point. In this 
instance, | often recommend taking a very well-rounded vitamin to 
be taken with water and that is all as it gives you enough vitamins and 
minerals, though otherwise starves the Necromancer, thus falling 
into mortification. Minus the bread and you have the “condemned- 
to-death-medieval-prisoner diet” which I preferred. This is indeed 
extreme and isn’t the best option for everyone, but as | am offering 
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my personal experience, | am offering my personal diet for thos 
thirty-four days in dead silence and solitude. 

Dlecromantie Divination 

Very similar in many ways, but carried out in different 
mediums, corpse divination as directed by Rishar and Bone Reading 
as directed by Nhilmice show us how to see through the eyes of the 
dead and to thus reveal all secrets we hold. I have already written in 
detail about the art of bone reading in The Black Scriptures, though 
due to its relevance, I shall once more place it within this book. 
However, I will instruct you now in the art of corpse divination. 


Corpse Divination 

REQUIREMENTS: A corpse (at least the head), or a skull, three 
black candles, blood of taken from the index finger of your casting 
hand 

CHARNEL WHISPERS: Ajezariin (Ah-jeh-zah-reen) 

For those Necromancer who have already acquired a corpse 
for use in their high necromancy rites, this becomes much easier 
as you will not have to go out and find another. Otherwise, it is 
necessary to find and acquire at least the skull. For all intents and 
purposes, the less decay, the better for these rites, though a skilled 
Necromancer with a particular affinity for this work can make do 
with only a skull. When the Necromancer has acquired his scrying 
object of flesh and bone, the three black candles are to be placed 
around the head and lit. The noted finger is then pricked and an eye 
is drawn upon the forehead. From here, the Necromancer shall gaze 
into the eyes or sockets and mentally picture the unknown wishing to 
be revealed and verbally, the Necromancer shall ask, “Lord Rishar, 
Diviner of the Dead, reveal to me...” Then state your request. Take 
the head by the hands and lift it before your face, still gazing inward 


and wait for the rise of death essence to lead you to the point of 
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overflow at such time, you shall then speak the charnel word. What 
will come from here varies by the individual, but what can be affirmed 
is that either through the opening of the deceased’s eyes or through a 

ortrait radiated from the bloody eye, the Necromancer will receive 
the sight of the deceased—acquiring perfect knowledge of the inquiry. 
The vision will end when Rishar has shown you what you seek and 
the Necromancer should blow out the candles and document the 
vision. Rest is usually recommended to conclude this working to 
allow the Necromancer s mind to relax and process the event. 


Bone Readin q 

Communicating with spirits through their summoning to 
you is not the only way to divine through spirits. Divination within 
the Maergzjiran Cabal is performed only along two paths; via the 
Oracle, Astrael, and through Nhilmice who hails from Zazazel s 
Court of Atrophy. It is Nhilmice who teaches the mastery of bone 
reading. However, as it does still deal with the Working of spirits 
and understanding the messages, no matter how cryptic we receive 
from planar intelligences, we begin with the foundation and primer 
on the means by which to divine through the reading of bones and 
their layouts in a ritual setting. 


When reading bones, you will first need to acquire certain 
items in order to execute each reading. The most obvious; bones. 
These bones can come from any source, though human bones 
are the most sought after since they have stronger ties to divinity 
than any other material or organic substance. However, the bones 
acquired must be: skull, teeth, vertebrae, metacarpals, metatarsals, 
ribs, and femur. If you cannot obtain human specimen, then you 
will require to do your best to locate the bones of animals whose 

Ones are of similar structure. Having a single skull and femur you 
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will need to have three of each of the remaining bones. You will also 
need a mat by which to lay out your reading. This must be one of 
the tollowing: an animal skin or hide, the skin of man, interwoven 
hair, black cloth, or burlap. This will be placed upon the ground, 
the skull centralized with the femur placed vertically and centrally 
beneath the skull. When the bones to be read are not in USC, YOU will 
require to have black leather or cloth. Lastly, a bowl made of iron, 
steel, silver, pewter, or shall be cast from bone or stone. From this 
you will mix and swirl the bones before they are cast upon the skin. 


Dre paring the Bones 

For sake of sanity, and preserving your bodily health, wash 
the bones before you. However, do not bleach the bones. Wash 
them in a solution of hot water, baking soda or Borax, and white 
vinegar. This is entirely natural, as anything synthetic will break 
down the integrity of the harbored energies. Next, use a blood ink 
or blood paint (which can be any ink or paint mixed with blood), to 
draw the Sign of the Illuminated upon the skull. Upon the femur, 
the Sign of the Tower. Of the remaining sets of bones, one of each 
will remain unmarked. One will be marked with the Sign of the 
Leiche, and the other marked with the Sign of the Ghouleh. Each 


holds unique meaning as will be explained further. 


Ritual Bone Reading 

The act of bone reading is relatively simple, though it may 
take some intuition and skill when learning to read the layout. With 
the skin laid out and the skull and femur in place, you may proceed 
to throw bones’. The bones will be set within the bowl and swirled 
counterclockwise. While swirling the bones, call out, “Nhilmice, 
I call upon you to observe my Work and see that answers to my 
questions be revealed without interference or cryptic derivation. 
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Nhilmice, let them show clearly the solution I cast.” Following, 
proceed to ask your question, be it verbally or mentally. Then, while 
holding the bowl over the junction of skull and femur and pour out 
the bones. The area they fall upon will reveal the solution. The 
bowl should be held by both hands and emptied so that the bones 
fall directly and are not subject to directional release or bias from the 


hand that was holding the bowl. 


When you are finished with your reading, thank Nhilmice 
for her guidance, place your bones within the satchet and roll or fold 
your reading skin. When not in use, the divining bones should never 
be outside of their satchet or skin, nor should you allow anyone to 
freely handle them unless for the instruction of this art or during a 
reading. 





HIOFES 
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Sign of the Illuminated Sign of the Tower Sign of the Leiche Sign of the Ghouleh 


Reading the Divining Bones 

The skull and femur are known as The Spire, and is the 
center line which directs the positive and the negative; the right and 
wrong; the light and the darkness; the living and the dead; and et 
cetera. Each bone, despite its unique meaning, when it falls on the 
left of the Spire, it affirms its meaning; showing a positive or true 
result; clarity of the situation, while falling to the right reveals the 
Negative, incorrect, murky or unclear moral standard, or falsehood of 
the Outcome, to the questions being asked. Should a bone rest upon 
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the Spire, reveals a balance, a neutral force, or outcome that could 
easily be turned to one result or another. A bone that rests below 
the femur means that the foundation bases around the attributes 
of the bones’ dominion. Should a bone fall higher than the skull 
(Apex) reveals that the bones that rest there; their dominion holds 
more power than the other forces in the reading, usually leading to 
the final outcome of the situation. There being three of each bone 
reveals the following: the forces representative by the bone leads to 
it having a slight influence, a neutral influence, or an overwhelmin 
force based on the number of bones that fall to the left or the right 
of the Spire. Before we can come to understand the forces behind a 
situation we must first understand how each bone holds answers and 
offers insight upon each answer sought by the divining Disciple. 


Wetacarpal § 

Metacarpals reveal the aspects of action being taken. This 
action can come in nearly any form, however, they relate further 
toward a physical action or action that brings physical change. 
Metacarpals also affirm an aspect of authority or control. The force 
of the action will be aggressive, destructive, demanding, forceful, 
demanding submission or compliance, or may become potentially 
fatal, or inversely, could prevent disaster. 


WWetatarsaf § 

Metatarsals reveal the aspects of movement. The type 
of movement could be of words being communicated through 
nonphysical means, physical movement of an individual or object, 
unseen movements or actions done through subterfuge. Metatarsals 


also affirm aspects of mental issues: Suspicion, awareness, caution, 
jealousy, unspoken emotions. 
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Teeth 

Teeth reveal the aspects ol physical COMMUNICATION, 
bargaining, diplomacy, socializing, charm, manipulation, comforting 
words, guidance, seduction, counsel. The closer teeth fall to The 
Spire, the closer the individual is to the subject of the reading. 
The closer teeth fall to the skull, the more potent the conversation 
exchanged will be in resolving the matter in question. 


Ribs 

Ribs reveal the aspects of emotion in the reading. Further, 
they represent matters of moral balance, sexuality, and of health. The 
closer the ribs fall to The Spire, the more overwhelming and intense 
the emotions involved are. Should they fall below The Spire, the 
outcome reveals a decay of morality, health, or losing in a conflict. 
This outcome effects the individual whose seal is marked by the 


Leiche or Ghouleh. 


DVertebrac 

Vertebrae reveal the foundation of the reading. Special 
attention should be given as to which one of each bone falls closest 
to vertebrae as these forces will have the most impact on the overall 
reading and the outcome in the events being divined. Vertebrae also 
give information as to the current situation as it is and how it will 
become as events either have taken place or how they will take place. 
The closer to The Spire vertebrae fall, the sooner the events will take 
place as they lead to the resolution of the reading. Below gives a 
definition as to various aspects of the signs and the reading. 


| Sign of the Leiche - The action being taken is by a male 
ligure; there is a dominating male presence controlling the event(s) 


taking place. 
Sign of the Ghouleh — The action being taken is by a female 
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force; there is a dominating female presence controlling the event(s) 
taking place. 

Unmarked - Reinforces the properties and influences of the 
bone s representation to the layout. 

Sentinel ( upright) — The influences will have a positive 
reaction in the overall scope of the reading. 

Void (inverted) — The influence will have a negative reaction 
in the overall scope of the reading. 


There is no specific meaning for a sign that rests horizontally, 
Rather, it is read based on if it rests more in the direction of sentinel 
or void. However, it should be noted that the effects read will lead 
to a minimized influence in the overall scope of the reading. 


Understanding the Reading 

Many factors can play into the overall scope of the divination. 
However, one of the main details to observe is how the bones lay on 
the skin. The closer bones fall to one another, the more intertwined 
their influences are and how they effect yourself or others pertaining 
to the reading. Falling beneath The Spire typically lends to the idea 
of defeat, failure, or overwhelming negative outcomes, while inversely, 
bones falling above The Spire typically means that the forces delivered 
beyond The Spire will lead to success, good tidings, and opportunity. 


Based on their individual meanings and both the sentinel and 
void alterations, understand that the bones closest to The Spire carry 
the most weight, and the bones joining them all follow suit by virtue 
of their level of influence in the reading. The higher they rest in the 
layout represents a more emboldened circumstances, while falling 
lower also reflects strife and tests of will and spirit. Bones that fall 
very far beyond the others should be regarded as distant influences that 
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played their part or will attempt to regain some aspect of power in the 
overall reading. 


Conclusion of the Leiche’s Wake 

After sufficient time has been dedicated to the wake: when the 
Lords and Ladies of Keraktes have found you worthy of transcendence: 
when your soul has been blackened and the Eternal Grave opens for 
your continued work in Etheris, the Wake will conclude. This is 
a very profound experience-as if the Leiche’s Wake wasn’t one to 
begin with-to say the least. When the time is right, you will know it. 
Your Patron(s) will know, and usually, one of your comrades from 
the Eternal Grave will come to hail the hour of your true funeral of 
the soul; when your mortal life has been interred into the chasms 
of Keraktes and the hour of your apotheosis is at hand. It is then 
that you, Necromancer will be ready to perform the cleansing of 
Etheris and reign forth a new era—a new soul entirely, the transfigured 
Necromancer. A Leiche. 


As the Leiche’s Wake comes to a close, the Necromancer has 
opened the spiritual door for a great many things and all that remains 
to be completed before the Rites of the Leiche is to carry out the 
Black Harvest. The Leiche’s Wake was a necessary step in order to 
cleanse the Necromancer’s soul, preparing him for the darkest work 
of necromancy to be performed as a still-mortal Disciple of Crave. 


Before taking the scythe of Imordicoth in your hands, take 

a moment to collect yourself and look back on all that you ve 
done up to this point. Recall who you were as a fledgling, novice 
ecromancer. Review all you've done in ritual, the words you ve 
spoken to the dead, the ways the Lords of Keraktes have changed 


your life, and in fact the decisions you ve made have changed your 
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lite. You're proving to be a true master of this world Compared te, 
your works as a neophyte, the power you're commsmanding is worthy 
of many great legends. This is not even the beginning for you 
Resettle into your normal life, taking with you the knowledge 
you ve gained through this wake. When you're ready and able 
then proceed down the path toward the Black Harvest. No doubt 
your physical body will be tired and hungry, thirsty for sustenance, 
Indulge yourself and regain the physical strength needed to continue 
for there is only so much your soul can sustain when your mind and 
or body have failed. Do not allow yourself to become one of the 
L’chaskha or L’chashkria due to neglect. Many Necromancers have 
made the mistake of listening to their arrogance and over-inflated 
ego. Thus far, you've entrusted yourself to the Spirits of Keraktes 
and then to your own force of will. Don’t forget that they have 
carried you through until now, therefore you should remember to 
entrust yourself to them through your transfiguration as well. 


Book VIII: The Leiche’s Wake 

t Were you able to locate a private area to fully carry out the 
Leiche’s Wake? 

f Did you perform the offerings upon the hours? 

f Does the chanting of the death chants vibrate and amplity the 
death essence? 





f Were rites of high necromancy carried out along with corpse 
divination? 

+ Have the Keraktian Spirits hailed the completion of the 
Leiche’s Wake? 


160 


Che Wack Harvest 


Book Vine. Che Black Harwe st 


“When asked how his business was, the mortician replied, ‘Dead’” 


Order in nature must first be kept for the arts of necromancy 
to flourish. By this I mean that things must die. Death must be a 
present force in the plane else the Necromancer is rendered somewhat 
at a disadvantage. Luckily, there is no shortage of mortality or the 
unpredictable means by which one will be “called home” in this plane 
of Etheris. In other planes, all things live on forever as the plane 
itself is endless and is constantly creating itself without removing 
anything from it. However, even then the Necromancer, with the 
proper approach and sufficient power and skill can proceed to open 
a gate leading directly into Keraktes. This introduces death into 
an otherwise immortal and incorruptible plane. Necromancers are 
called to continue bringing death into the multiverse. It is part of their 
unspoken oath when they begin their necrotic craft. It is absolutely 
imperative for the survival of the art and to the Necromancer’s career 
to see this cycle continue. The serpent eats its own tail and so it is 
with the Necromancer. Not only does he spread the death essence 
in his wake, but he must also allow people to procreate. Again, the 
Necromancer must be human and must allow himself to partake of 
all human experiences. So what then is the Black Harvest? This 
is the name of the cleansing of a particular area. It may be little 
more than a few blocks or even an entire plane of existence. It is the 
systematic expiration of mortals and immortals alike at the hands 
of the Necromancer. Performing the Black Harvest is done strictly 
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for the sake of amassing an imbalance of death essence over life 
essence. This is common for those who are in the process of raising 
their own horde of the undead as well as for those who are about to 

erform the Rite of Leichedom. Necrotic energy must be at such a 
swell that the plane is horribly imbalanced, thus the material plane 
is thus overwhelmed, leaving an open wound in the planar fibers - an 
unclosable hole leading to and from Keraktes. 


As we know, there are many professions a Necromancer 
might engage in to keep himself or herself in close relation to death. 
The work of the mortician is absolutely the best of these as the very 
business is death, not to mention the organ harvest and consequently 
acclimation of spell components that can occur through the 
embalming process. Many souls linger near the corpse in the first 
hours after death, so the possibility to ensnare spirits and enslave 
them is at a prime. For those who are engaged elsewhere, befriending 
a sympathetic mortician, grave digger, forensic specialist, or other 
individual who is always in close proximity and has free reign is a 
true asset. While this is indeed a potent boon to the Necromancer, 
it is not entirely necessary as the Black Harvest will render much 
the same result and on your terms. At this moment, you might be 
thinking this is a grave risk to take. Its over the top All the fears of 
being discovered crosses your mind. However, reflect on your past 
accomplishments having come this far and all that you ve mastered 
in the previous eight books of this grimoire. 


Dre paring for the Black Harve st 

to b Now one of the great joys of being a Necromancer is about 

those - You've thrown hexes and laid down horrific curses. At 

mene honk, when you realize it worked, there is still that foolish 
ght that Says, ...maybe something else contributed my 
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enemy's madness.” or, “I know | put a curse on her, but that water 
could ve had bacteria from a nearby sewage leak.” Never discount 
yourself like that for you made it happen. Those hexes created the 
planar changes that brought about all of the necessary events to occur 
lor your rite to land its mark. The Black Harvest, once performed 
and completed will forever remove any of these subduing thoughts 
from your mind as you will witness the devastation you ve caused in 


its full terrible glory and darkness. 


The greatest act of preparation for the Black Harvest is the 
Leiche s Wake. Having now completed it, you are armed with the 
necessary magicks and spiritual darkness required to lay waste to 
the mortal coil. No doubt during your mortal observations many 
vile thoughts crossed your mind. Your magicks have allowed you to 
carry them out with a masterful hand. And now, you shall perform 
the Black Harvest which will undo the silver threads of all those in 
the sinkhole of death and darkness you, the Necromancer are about 


to give birth to. 


Understanding the Black Harvest 

During the Leiches Wake the Necromancer was required to 
fall into a place of solitude, however, now, it is imperative to bring 
oneself into the open in order to ravage Etheris for yourself. When 
the sinkhole is opened, the planes will be torn open and this will allow 
the death essence to flow freely into the world of mortals. This will 
drain the life essence of all living creatures and create an overflow of 
death essence which is required for the Leiche to perform the Rites of 
the Leiche and perfect his apotheosis. At first, the death essence will 
slowly creep into the world, rending souls wherever it enters. From 
there, the dead will be afflicted with the Keraktian energy, making 


them perfect candidates for reanimation as well to become virulent 
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transmitters of vile death essence, even six feet below. Once the rite 
has been carried out, the Necromancer need only wait and watch as 
the world around him or her turns black and cold. Mortality rates will 
rise rapidly and soon the area encompassed by the sinkhole will be a 
necropolis for the Necromancer to do as he or she wishes. 

A necropolis being made out of a city will create a kingdom 
of sorts for the Necromancer and once opened, the sinkhole cannot 
be closed except through the sacrifice of a divine entity. That said, 
who then in this modern world could close it? Exactly. This city of 
death is necessary for the amount of death essence to be substantial 
enough for the Necromancer to carry out his Last Rites as a mortal 
soul as well as for the creation of a Keraktian Gate. It is necessary 
for the raising of an army of undead. It is necessary for others who 
dwell on the dark paths to find refuge and also for us as siblings in 
the Maergzjiran Cabal to fulfill the promise made to Cernobog 
through the first blood pact which is to bridge the planes and create 
a world suitable for all Disciples of the magickal path. 


Vature of a Aeraktian Sinkbole 

This is without a doubt one of the most evil creations made 
by any individual, mortal or immortal alike. A Keraktian Sinkhole 
is an unclosable gateway which allows the death essence-in its own 
energy as well as in it s carrier state of the undead, both corporeal and 
incorporeal to enter this world and wreak havoc on everything that 
draws breath. As I have said, the living are wracked with unspeakable 
pain and it Sloughs away the flesh. The mind is tainted with the 
evil of the planes below, and drives mortals into depravity and their 
own self-fulfilled end. The soul is purified in this melting pot of 
necrosis, whereby they are made perfect candidates for reanimation 
and transfiguration into a multitude of undead forms. 


Tera 


Generally speaking, the sinkhole doesnt just appear out 
of the blue, rather it is systematically chosen and opened by the 
Necromancer. One such sinkhole that did open due to the massive 
swell of dark energy and without the actual work of a Necromancer 
is found in the French Quarter quarter of New Orleans, Louisiana 
here in the United States. Its often been said that the city sucks 
you in and leaves an imprint so strong on your soul that even when 
you leave, you re addicted and have to return. With a history of 
occultism-vodou, necromancy, black magick of all kinds coming 
from the Caribbean an western Europe alike, pirates, assassinations, 
slavery, black market trade, illegal professions abound, an 
underground network of charlatans and thieves, and with some of 
the most notorious murderers having made the city at least in some 
part their hideout and stalking ground, there is no wonder why the 
sinkhole opened. To haunt the cemeteries of the city reveals an 
army of restless souls just waiting to be called into service. Even 
the great St. Louis cathedral has the bodies of dead priests buried 
under the floors and behind walls. If this doesnt sound like a 
(super)natural location for a sinkhole, then one must re-evaluate the 
definition of greatness. Another fine sinkhole is found at the heart 
of Detroit, Michigan. The city is a self-consuming void of violence; 
rape, murder, assault and battery, theft, and it also boasts a large 
demographic deeply associated with death and the gloomwrought 
path. Similarly, we can look at ancient cities too such as Irem which 
were once prominent in the old world, but due to the sinkhole s 
unstoppable hunger, completely destroyed the entire civilization and 
left nothing but ruins and bones covered by sand and darkness. 


It is by no great stretch of the mind then to assume that 


to open a sinkhole requires a surge of wickedness that upsets the 
planar balance, thus tearing a hole in time and space, leaking into 
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our world the very essence of all that is evil, depraved, and heralds 
unspeakable horror and doom. How then, in the short mortal life 
of a Necromancer, does one unleash such ferocity and pain that 
a Keraktian Sinkhole be born? Luckily, the Necromancer, bein 
bound to the grave has in his or her arsenal, the pain, the dark 
memories, the spiritual malignancy, the soul-burning hatred of life 
and happiness, and the wraith of generations of murderous and vile 
Spirits at ones back, ready to be sent into the world as conduits 
for a more macabre purification. This is the greatest weapon the 
Necromancer at this time has in their possession. It is by virtue 
of this truth, aligned with some vile act does the swell of death 
essence forcibly shred the planar fibers and let loose the full fervor 
and hunger of the Eternal Grave. 


How then is this accomplished, you ask? It first requires a 
proper location that will facilitate the Necromancer’s needs. Consider 
a city park. It is usually centered and as it spreads outward, there is 
virtually nothing it will pass that will not fall prey to its malevolence, 
and thus be made a creature of Keraktes. Sometimes sinkholes can 
be opened in public venues as well. Basements make fine places for 
this as they are dark, less occupied, and less often tampered with. 
Of course, once the ritual has been carried out, the work has been 
set into motion and as noted, no one will have any clue as to what 
happened or how to change the demoralizing shadow’s direction that 
looms over the area. Unable to stop this force of malice, all will be 
struck down and left in a helpless stupor. 


The first rite to be carried out is to anoint the “pit” as we 
call it with the blood of the innocent. Then, a rite of calling is 
performed to incite the bloodlust and soul hunger in the Spirits of 
the Eternal Grave and thus bring them into Etheris. In a matter of 
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minutes, the energy will begin to concentrate into the pit. There 
is usually is a moment when one’s Patron or their loyal servitor 
will come forward and announce the precise moment to open the 
sinkhole. The Necromancer then does what must be and flays the 
planar fibers, thus releasing the full clutch of the grave upon Etheris, 
From here, a final, living sacrifice is made and words of honor are 
spoken between the Necromancer and the Keraktian Spirits, thus 
ending the rite. The Necromancer walks away with the satisfaction 
of knowing that in a short time not only will the world he’s known 
and been so near to will become a necropolis as well as knowing that 
this necropolis will also facilitate his needs for becoming a Leiche. 


What a terrible fate, might the Necromancer be condemning 
the world to then? It is—in realistic understanding-no worse off 
than it was before; humans being trapped in a world of self-servin 
egos that would slit their best friend’s throat for a few extra dollars 
a month or the affections of some random flirt. The Necromancer 
realizes that for many, Etheris is prison in most respects. Etheris 
is a prison which waters down any magickal or spiritual potential, it 
binds mortals to having nothing to achieve other than basic monetary 
wealth at best or the affections of many, or even a few minutes of 
fame. It is a cesspool of dross filth and the Necromancer knows 
the real potential in mankind. He sees them as mindless, scheduled, 
drones who have no real purpose. In death, he offers them a way to 
change the world, to be the carnal beings they so desperately desired 
to be in life, and above all else, he gives them the opportunity to work 
directly under the command an immortal being. Knowing this, the 
Necromancer chooses the location of the Keraktian Sinkhole: the 


Gate of the World Grave. 
Dre parin g the World Grave 


Depending on location, sometimes the Necromancer’s own 
dwelling can be the perfect place to carve out a sinkhole. Other 
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places include quarries, abandoned complexes and warehouses 
graveyards, and even the forested regions of city parks. When 
chosen, the Necromancer should burn a special Keraktian incense 
over the area where the grave shall be opened. 

WORLD GRAVE INCENSE -— Equal parts henbane, hemlock, 
nightshade, white oleander, mandrake root, cypress, rowan, yew, rue, 
ground human bone, and sprinkled with grave dirt. 

At the moment the incense is lit, the Necromancer shall speak... 

CHARNEL WHISPERS: Carasien (Kah-rah-see-ehn) 

Allowed to burn while the Necromancer meditates of the 
end result, the incense is made as an offering as well as to burn away 
the planar fibers that hold back the gnashing maw of Keraktes. The 
design in the Necromancer mind will manifest a dark aura around 
the area and has been noted to exude a profound sense of ‘calming 
addiction whereby those of the dark world are so attuned that they 
find it hard to break themselves out of their trance and continue on. 
This is to be an enjoyable state of being, but do not allow yourself to 
be rendered incapable of carrying out what remains due to this over- 
attunement. Simply let the energies surround and billow. With the 
future before you and the lands of the end merging with your own, 
continue on. 


Blood of the Innocent 

In order for this rite to lead into the opening of a sinkhole, 
the World Grave must be anointed with the essence of life. Its thirst 
for blood must be quenched. Therefore, the Necromancer is to 
offer not the life, but the innocent blood of an individual who has 
lived kindly, righteously, and indeed innocently. What definition 
do we give to innocents? The first idea coming to mind are the 
virginal. Others are those who live in the purity of faith. Some 
Necromancers have targeted the youthful as well; others the vibrant 
in life. Innocence carries a rather cryptic definition as all that makes 
one mortal and human is an ever-expanding and always self-redetfining 


sts 


definition. Theretore, the Necromancer must look at himself and 
make a sound comparison, Again, remember the Keraktian Lords 
and Ladies who've guided you thus far. Continue to follow their 
word and surely they will point out to you a suitable individual for 
this cause. Again, the Necromancer is to make a sound judgement 
as to how he or she will obtain this individual as well. Now, the 
sacrifice itself is as the title gives away; only blood. It needn't even 
be that much. A quick stream of blood will ignite the cold fires of 
death, thus opening the maw of Keraktes against and through the 
planar veil. 


Hal the K eraktian Horde 

The innocents blood spilling into the pit, the sinkhole is 
now opening. At this time, the Necromancer shall in his or her own 
words call to the hordes of Keraktes. Use the words that fill your 
soul. Command them for they are yours! When they enter into 
Etheris, there will be a rush of death essence, a frigid, cold wind 
that swirls around. Give the Spirits and the Undead their orders 
and let them loose into the world. The Necromancer now has an 
wide opportunity depending on his choice for his apotheosis. Some 
Necromancers simply seek destruction and devastation. Others 
desire blood slaves for their vampiric soul. Mortals can be used for 
their knowledge or as servants either still alive or undead. It all is up 
to the Necromancer at this point how his horde shall observe and 
cater to his or her will. 


L’ Dasenti Or’ shan se 

The final act of the rite to keep it forever open is L Vassnti 
Or’shanse as Nhilmice calls it. It means, “The Innocent Sacrifice’. 
Here, again, the Necromancer makes a verbal offering in his or her 
own words and then proceeds to sacrifice the mind, body, and soul 
of the innocent one. This has been done in various ways. Some 
Necromancers perform the literal. Others afflict them with a death 
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hex and soulrape; binding them to Keraktes. Again, the choice is 
up to the Necromancer. Considering that sometimes those who've 
faced the terror of Keraktes and hasn't died can be an asset in man 

ways to the Necromancer s own vile campaign. í 


Che Black Harve st Concludes 

I have given the ancient rite and method of performing the 
Black Harvest as has been executed by Necromancers of our Cabal 
even before its conception by our ancestors, such as Zazazel himself. 
While this has proven itself the unstoppable force, it is not carved in 
stone. Therefore, it is monumentally important for the Necromancer 
to perform the Black Harvest as he or she feels called to do it and 
how the Keraktian Spirits guide their Disciple. Bloodshed may or 
may not be the prescription for punishment. Other methods I've 
observed has been through a series of soul-destroying rituals that 
forces the Necromancer to the brink of annihilation, but is redeemed 
at the moment the World Grave opens. Some Necromancer working 
together have incorporated their magicks, used sex magick to unleash 
various spiritual forces, worked through a single Patrons magicks 
directly against a sworn God or Goddess and their worshippers, and 
so on. Ultimately, the choices made by the Necromancer should 
reflect their personal studies and ambitions, the desired end, their 
Patron's will, and how they are placed in the world; knowing their 
cause and their purpose for these rites. 


Book IX: The Black Harvest 

f Have you sought guidance from the Keraktian Spirits prior 
to the rite? 

f Were your choices for the execution of the rite aligned with 
your inner self? 

f Did you carry out the cleansing of the Black Harvest in its entirety’ 
f How did you feel in your heart and Spirit during L Vassnti Or'shanse? 
f Has Etheris reacted accordingly to the World Grave's opening! 
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Vlecromantic Cran sfi guration 


Book Cen. Vlecromantie Cran sfiquration 


“Immortality is not a gift, 
Immortality is an achievement; 
And only those who strive mightily 
Shall possess it. 


- Edgar Lee Masters 


Keraktes awaits now as the time of apotheosis is upon you, 
Necromancer as the final key of necromantic mastery has now been 
placed in your hands. Your phylactery has been cleansed and prepared 
for your soul, the cleansing of mankind has come about to prepare your 
for this final stage: removing your soul from the body and becoming 
Undeath Incarnate. Before jumping directly into the Rites of the Leiche, 
you must first reflect on yourself and your history. Look over where 
you've been and who youve been. When you started your journey 
down the death road, who or what it is that you sought to become 
when you finally reached this point? Did your mind change? Who is 
it that you saw in the mirror and who do you see now? Reflection will 
reveal how this book's execution will play out. 


There is much to consider before carrying out the 
necromantic transtiguration ritual as again, this can conclude with the 
Necromancer taking a myriad of forms. I often direct Necromancers 
to read the section in book five which discusses servitors and the 
elite Legionnaires of Keraktes as these all make valid choices for 
apotheosis. The two most common undead types elected by the 
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undead-to-be are Leichees and Vampir. They each Possess a sense 
of humanity that is relevant enough to Etheris to continue relatin 
and working with mortals while still giving them an incredible boon 
to their supernatural prowess. The Leiche is noted for its incredible 
innate mastery over necromantic magicks and intellect, while the 
Vampir possesses remarkable physical potential, charisma, and the 
bestial aspects of their kind which is very fiendish and demonic that 
can be displayed when the Vampir has fed upon mortal blood. There 
are a growing number of Necromancers who choose the Reaver as 
their model for apotheosis due to their equally diabolic strength, 
speed, sacrificial mastery, and cunning. Again, there are a multitude 
of possibilities open to the Necromancer. 


Che Transfiguration Cometh 


What lies ahead now is the last stage of being in the mortal 
life, Necromancer. Performing the Black Harvest was the first act 
of preparation for the rites of transfiguration. The World Grave 
has created a severe imbalance of planar energy, thus creating a 
gaping wound and open gateway between the planes. Secondly, 
the phylactery has already been readied for your soul, so now all that 
remains is to prepare the Necromancer s sanctuary for, and to carry 
out the “Las Rite” which completes the transfiguration. 


Che Unholy Sepuleher 

In the darkness rests the Necromancer. His or her Temple 
and Sanctuary is to be the grave of his mortal being and the place 
of his rebirth into a creature of evil and undeath. Here, prior to 
carrying out the Last Rite, your ritual space shall be made into a tomb 
worthy of the praise of Keraktes. Ultimately, a grave setting is to be 
created. This can be accomplished by simple decoration; tapestries 
and wall cloth, paint and some imagination. Some Necromancers 
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use natural elements COMMON in places ol death such as hy Ite rely 
uprooting trees from graveyards and taking [lowers lelt or even 
headstones. For those who have already been working their craft in 
a mausoleum for example already has the proper surroundings and 
a supernatural house well equipped to house the transformation of 
mortal to immortal. 


Regardless of your ritual space, an act of honor is always 
performed as a show of respect toward your Keraktian allies who 
have guided and protected you, helping you in your pursuits up to 
this point. In my experience is instructing Necromancers and have 
been invited to such ritual executions, one common practice is to 
share conversation and wine with the Spirits. Others have opted to 
partake in more carnal displays of reverence while others still have 
chosen the path of violence and have bathed their ritual space in 
blood. Whatever shares a more mutual interest and respect between 
the Necromancer and the Spirits should be adhered to. 


What then follows after the Necromancer has shared in 
communion with the Spirits and the sanctuary is ripe with death 
essence? Now the rite is to be performed which will ascend the 
Necromancer to the Throne of Bones. We reflect one final time on 
the mortal life we've lived and step into the void. 


Che Last Rite of Yecromantie X potheosis 

So it is then, Necromancer that the time has come. The 
hour of your first death has come. This ritual will send you not only 
to the edge of Keraktes, but this time will cast you into Keraktes. 
When you claim yourself from the Well of Souls, you shall use the 
phylactery as the vessel by which to cast you back into Etheris as 
the risen dead; the undead. These words are not simply spoken as a 
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metaphor fora transition of being, but they define the whole truth of 
this, the Necromancer’s path. You will certainly die in this ritual and 
you will, by the grace of your Keraktian Patrons, return to Ether 
to claim pus cold husk and while encapsulating your soul in vou 
phylactery, inherit the full Spirit of Keraktes. Standing at last as a 
the undead in a world of mortal dross. 

REQUIREMENTS: Phylactery, Death Elixir (below), Death 
Incense (below) 

CHARNEL WHISPERS: Arasiad (Arr-ah-see-ah’'d) 

ASTRONOMY: Must be performed during the Infernal Hour on 
the night of a new or full moon, or upon either an equinox or solstice. 

The night before you are to perform the rite of apotheosis, 
you will need to brew the Death Elixir. Keep in mind that you do 
not need much more than enough to coat the tongue, you will be 
using pinches to measure the herbs you re going to utilize. Equal 
parts mugwort, wormwood, rue, elecampane, oakmoss, skullcap, 
borage, blessed thistle, fumitory, cypress, slippery elm bark, and 
hops mixed with three crushed mandrake berries, nine drops of 
castor oil, and a shot of bourbon. The equal parts of herbs shall first 
placed in a bowl of cold water mixed with unrefined sea salt. It shall 
be charged beneath the moon from dusk until dawn the night before 
the Last Rite is to take place, thus creating an essence. The water, 
now charged with the base essence of the herbs is mixed with the 
remaining components as noted. Keep this in a secure vessel until 
the ritual is to commence. At any time before the ritual, you may 
mix together the herbal components to create the Death Incense. 
To make this loose incense, you will need equal parts nightshade, 
mandrake root, white oleander, hemlock, cypress, rowan, yew, witch s 
grass, fumitory, rose, carnation, mint, camphor, vinegar sponge. 
rosemary, posy, and thyme. 
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The Infernal Hour upon you, light the incense and place 
your phylactery and the Death Elixir upon your altar. Take a fey 
moments to meditate on the ritual, your desire, and the end result. 
Allow the smoke to fill your nostrils, joining their mystic essence 
with your deadened soul. Make any final verbal offerings or orations 
of thanks before proceeding onward. 

Open your soul as you would in unleashing the death essence. 
As the swell of death essence begins to rise, you will find that now 
within the boundaries of the World Grave, the power is much more 
intense and almost unsettling even to the seasoned Necromancer. 
The inner vortex of the soul will soon begin to overflow with the 
death essence, blackening out vision, mutfling sound, and paralyzing 
the muscles. Right before the death essence claims you, speak, 
“(Name of your Patron, or the Spirit that rules over the type of 
undead you seek to become), listen to my soul for it is of the Eternal 
Grave. Witness my sacrifice as | have burned the Death Smoke and 
as I shall now drink the Death Elixir in the pursuit of becoming one 
of the unliving.” Drink the Death Elixir. Continue the oration, “As 
this elixir confounds and distorts my being, may your blessing be 
upon me. For in my apotheosis, | shall become (the undead entity 
you ve chosen)!” As mightily as you can, shout the charnel word. 
Relax yourself and invite the death essence to drag you into Keraktes. 
Allow the elixir to take its course through your body as well. This 
will be your mortal end; throwing you into Keraktes. 


The measure of intensity, duration, and how the death 
essence and the elixir combined varies by the Necromancer, but it 
will for sure, lead you through the dark recesses of Keraktes. This 
is something akin to full sensory astral projection and planar travel 
combined. In Keraktes, you will be joined with the Keraktian Spirits. 
Take time here to do as you wish, but remember that all the while, 
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your physical body will be at the mercy of natural rot and decay. 
However, when you are ready to return, simply focus on returning to 
your body and speak the charnel word once more. 


Returning to the body, take a few moments to shrug of the 
rigor mortis and allow the death essence to feed you. Reclaiming 
your phylactery, draw blood from your undead body and anoint the 
phylactery. This will fully seal the phylactery with your soul interred 
and mark you now as a member of the undead. Congratulations, 
Necromancer. In this act, you have now joined the ranks of the 


Keraktian Spirits. 


Wultiple Pbhylactery Chain 

As a Keraktian Spirit possessing a phylactery, it may become 
necessary to move your soul to a new phylactery at some point in 
time or to subdivide your soul among multiple phylacteries. This 
is useful is setting up decoys as well as for the security of having 
multiple phylacteries in use to protect your being. 

REQUIREMENTS: Soul phylactery, other phylactery(ies) to 
chain, blood 

CHARNEL WHISPERS: Isarafeiin (Ih-sarr-uh-fee-in), Icarasein (Ih- 
karr-uh-see-in) 

This is a very simple working for transtigured soul. Taking 
blood from any source, anoint the phylactery or phylacteries that 
will contain the essence of your soul. As you do, simple speak the 
charnel word, “Isarafeiin’. In the event that you wish to completely 
remove your soul's essence from a phylactery, anoint it with blood 
from any source and speak the charnel word, “Icarsein’. 


Che WorlY Mecropolis 


Three keys of necromantic mastery now have been placed in 
your hands. With your apotheosis, the world has suffered a severe 
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blow to the natural cycle. You are the testament to the works of 
necromancy and the power of the death essence. As a herald of 
Keraktes, how much more could the Necromancer hope to attain? 
A great deal, actually. In the next book, we take a look at raisin 
an army of various undead and the creation of the golem. This is 
something that, while still possible for a mortal Necromancer, js 
something more deserving of a Leiche’s masterful intellect. 


Book X: Necromantic Transfiguration 


f Was the choice of undead to become sound and decisive? 
f Did you adhere to the proper procedures of the Last Rite? 
t Were you able to understand the secret of the death essence as 
it rose within? 

f Is your body and phylactery now properly counted in Keraktes? 
* Do you feel the growing imbalance of planar energies 
wherever you go? 
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Ra Sing the Dead 


Book Efeven. Raising the Dead 


Undead by the hundreds all bowing and moaning; displaying 
their fealty and servitude toward their Master is a unifying dream of 
nearly all Necromancers. Now among the undead, he or she must 
attain a sense of security beyond what is already in place due to their 
unholy power. In this new world that has now opened up to the 
Necromancer, there is much more at stake, more vigilance that must 
be observed, and a great deal more enemies that will be contracted 
due to one's newly acquired apotheosis. 


In the Black Scriptures I had given some of the rituals for 
raising and awakening the dead. Due to the relevance of this book, 
| will again have them revealed here. The necessity of raising the 
dead reveals itself under different situations, but at the base, the 
ability to reanimate the dead is a power that defies all logic, reason, 
and divine restraint. Once more the Necromancer will overthrow 
the laws of Gods and will spit in the face of mortal submission by 
summoning an army of undead beings to carry out his or her will. 
Zombies, ghouls, wraiths, vampires, and golems alike all fill the role 
of soldiers of the grave and so the Necromancer is now set forth to 
raise his or her lessers for even darker and grander works that await. 


First, we begin with the works of enslaving mortals of a 
deadened self. This is reflected in the Black Scriptures in which 
I discussed the Lazarus Agent. Therefore, it too shall be included 
below. 
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Che Lasarus A qeni 

The compound by which this name is given is derived from 
the Lazarus Syndrome; the spontaneous return of circulation after 
failed attempts at resuscitation. Pertaining to the alchemical mixture 
by which to induce the death-state within an individual’s body and by 
which to later administer the awakening agent. The formula given 
is general and must be closely weighed depending on who it shall 
be used upon or else disastrous results will be had. Below, the 
equated compound works well across a broad scope. Use absolute 
discretion if you proceed with this agent. 


The Lazarus Agent has been used by the Maergzjiran Cabal 
and its Necromancers in order to establish a mindless band of slaves 
to their Will and Work. The zombies born of the Lazarus Agent are 
not inherently undead, though they might as well be. A word to the 
wise: when administering the Lazarus Agent, the Necromancer must 
not sway in their focus and concentration; to observe every last detail 
in order to divert disaster and a world of worse complications and 
consequences. 


You will require to extract the toxins of the cane toad (bufo 
marinus), and the puffer fish (fugu rubripes). The toxin found in 
the cane toad comes from sacks located behind the eyes. Cane toad 
tadpoles are also highly toxic. Use the equivalent of both poison 
sacks for this mixture. Tetrodotoxin obtained from the puffer fish 
can be quickly found in the liver and ovaries. This can be dried 
and ground, or mashed and mixed to be blended. You will require 
the powder of, in equal parts, a minute blend of mandrake, black 
nightshade, and wormwood (about a teaspoon). Mucuna pruruiens 
(cowitch) will also need to be acquired for this mixture ( [Sg per use 
of the alchemical compound). 
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The ingredients must be ground into a fine powder. This 
powder is then applied to the back of the neck and rubbed in. H 
may also be used in food or mixed into a drink. Once absorbed 
by the body, the death-state will soon commence. This state will 
halt metabolic function and the nervous system. The death-state 
will remain in effect for ten to twelve hours. Toward the end of the 
duration, the living zombie will need to be retrieved and administered 
the second compound; the Lazarus Awakening. 


The second compound, or Lazarus Awakening is a paste 
which is made of equal parts atropine and scopolamine, which is 
found in datura metel and datura stramonium plants, commonly 
known as devil's trumpet. As these amnesia-inducing plants are quite 
potent, about four to six large specimen will work well in reviving 
the zombie. 

This stage of awakening is crucial as the Necromancer must 
pay even closer attention to their subject as rabid or aggressive action 
will require further administering of the agent. Ideally, the subject 
will look, act, and think much like a zombie - void and only capable 
of doing as its master, the Necromancer directs for the remainder of 
its existence. 

While not directly considered undead, ‘living zombies” 
as we Necromancers have coined them might as well be. They 
are submissive, literally open-minded, and a blank canvas for the 
Necromancer s design. 


Next, I shall relay the information regarding necromantic 
reanimation and the rituals of raising the Vampir and zombies taken 
from the Black Scriptures. Following are the rites of animating 
Reavers, Banshees, golems, and other undead. 
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Vlecromantte Reanimation 

Necromantic Reanimation is an act of ultimate evil and 
mastery over the dead. The very threads of nature are torn and 
the gates of Keraktes opens its oblivion maw which will forever 
darken and taint the world around you. Further, while the undead 
entity will surely know its master, the Necromancer must never 
show compassion or excitement toward its creation. No amount 
of weakness must be displayed during the creation or throughout 
the time the undead shall serve its master, else the abomination will 
surely come to know their weaknesses and may attempt to overthrow 
its master. This would be an unfortunate end for one with such 
mastery of death. 


During the rituals below, you must restrain from showing 
excitement as the undead spirit will immediately know you and attach 
itself to you from the very moment you begin. This excitement 
will begin to show in many Necromancers during the raising of the 
undead; its eyes opening, the rigid body relearning to function. Do 
not make that single, fatal mistake. You must be as cold as they are. 


Reanimation of the Dam pir 

The rite of Vampiric Reanimation calls forth the Furahk to inhabit 
a corpse and become the Vampir through Matrigal’s dark blessing. 

REQUIREMENTS: Athame, sword, wand, staff, or scepter; 
chalice, four black candles, unrefined and unbleached salt, Tears of 
Nhilmice, onyx stone weighing at least one pound. 

Tears OF NHILMICE: Nine drops of blood, a part salt water, 
two parts of fermented milk, powdered mixture of two parts white 
oleander, two parts yew leaves, one part mandrake root, one part 
black nightshade, one part fumitory, one part mulberry 

Note: The salt water is to be made of dissolved sea salt that 
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has fully charged under from dusk to dawn from new moon to new 
moon. 


Once the corpse is exposed, lay a circle of salt around your 
work area. Place the candles at the head and foot of the body as 
well as to the left and right, shoulder height. Light the candles and 
place a drop of the Tears of Nhilmice upon the forehead, nose, 
mouth, throat, heart, stomach, and pelvis. Draw your athame and 
hold it against the chest of the corpse. Chant, “Athahl-Mainizsh- 
V vaeritim-Dazsh uhl-Zjisehl-Arbrinhadyn. Awaken ye spirit and 
know my voice for it is the choir that shall raise you once more as 
| speak through Keraktes” Place the athame upon the third eye of 
the corpse and chant thrice, “Inhaizjan-Vorintah. With this mark, | 
open the mind's eye of this spirit so that it may know the soul that 
has awoken it and should its eyes fail, the unseen eye shall endure and 
sustain its vision.’ Continue your athame down to the next Tear of 
Nhilmice and chant thrice, “B hrinym-Dreshdaninahl. I awaken the 
senses of this corpse that it my know my scent and smell the blood 
of the dross.” Continue to the mouth and chant thrice, “I awaken the 
senses of the corpse so that it may taste the essence of life once lost 
and know the taste of victory. Avrikael. Soloro. Vorentim.” The 
athame now will rest upon the throat where you shall chant thrice, 
“I awaken the senses of this corpse so that it may speak its hate 
and manifest its thoughts; that it may converse secrets and speak of 
occult matters; that it shall no longer submit in silence to the grave. 
Next, continue downward so that the athame rests against the heart. 
Chant thrice, “Vizhryhin-Tiriilia. I awaken the senses of the corpse 
so that it may channel the profane energies | offer through its every 
chamber hidden beneath flesh and bone; that it shall have strength to 
rise and serve as it shall, being a descendant of Keraktes and a servant 
of my Will.” Place the athame upon the Tear of Nhilmice anointing 
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the stomach and chant thrice, “Uliniarym-Toratah. I awaken the 
senses of the corpse so that it may feel nourished, that it shall feel 
supported; that it may act and work through my Will: upright and 
with complete dedication.” Lastly, move the athame down where 
it shall lay upon the last mark of the Tears of Nhilmice and chant 
thrice, “Xathrah'kial-Jhivarkriah. I awaken the Senses of the corpse 
so that it may rest when its Work has been carried out; awaiting my 
further command; so that the profane energies of Keraktes may flow 
from its base through its crown unrestricted. 


The Tears of Nhilmice have now been charged. The charged 
tears radiate profane energies through the whole of the cadaver as 
well as through the spirit tied to the corpse. At this moment of 
the ritual, the spirit and the corpse are still not united, though they 
are connected. With both hands, open the mouth of the corpse, 
inhale deeply, and speak, “Nhilmice, Maiden of the Leiche gate of 
Keraktes, I call upon you. Take this breath of mine and fill it with 
that which is foul; that which is unholy; that which is eternal. Let 
this corpse take from me what it shall in order to rise once more. 
Exhale hard into the mouth of the corpse until all essence has been 
expelled from your lungs, whereby you feel as if you re about to pass 
out and immediately close the corpse's mouth. 


Draw your athame once more and draw blood from your left 
hand to fill the chalice halfway. With your right index and middle 
lingers, use the blood to anoint the marks upon the corpse, covering 
the Tears of Nhilmice. Place the onyx stone over the heart of the 
vampir and speak, “Vinim’halah.” This fully joins the spirit and its 
corpse, so now all that remains is the last step of the awakening. 

Hold the mouth of the soon-to-be vampir open by your left 
hand as you hold high the chalice with your right. Call upon the 
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Lifedrinker, the Bloodstar of Maergzjirah, Matrigal. “Matrigal, ye 
Infernal Vampir; Lord of blood in darkness, I call upon you; that you 
will favor this dark creation of mine; that it shall taste the blood of 
magick within mortal kind; that it shall rise once more and serve as 
my vassal. Lord Matrigal, see this vampir rise in honor of you; ye 
who is eternal.” Slowly pour the blood into the mouth of the vampir 
and chant, “Szhah hailym-Kolaszh-Szhah hailox-Kinoxdr’nah” until 
the chalice is empty. The pure blood having filled the hollows of the 


vampiric husk, close its mouth and kiss the forehead or lips. 


Speak as you will to invite the vampir to rise before you. 
The stunning reality of this unholy reunification of spirit, flesh, 
and deathless vigor may take some time for the vampir to come to 
terms with itself and to understand its new purpose for rising again. 
Look for the definitive signs of its awakening; shuddering or opening 
eyes, movement of digits and limbs, bleak attempts to breathe, and 
difficulty in speaking. Encourage the vampir until it is able to stand 
again before you. Once the vampir has awoken and stands before 
you in your service, your word is the law and your desire is the gospel 


of Keraktes. 


Animation of the Zombie 

The art of animating the dead into the fabled mindless, 
shambling, flesh-hungry thralls of the Necromancer. 

REQUIREMENTS: athame, sword, scepter, staff, or wand; onyx 
or hematite weighing a quarter to half of a pound, a desecrated medal 
of Saint Marina of Antioch, or in its place you may wish to use a 
euchrist that has been soaked in human blood. You will find the 
euchrist's power is bolstered if left to dry during the hours of an 
eclipse. 


With the corpse exposed before you, call out, “Nhilmice, 
Maiden of the Leiche gate of Keraktes, deliver this corpse unto 
my service and raise it from this prison. Next, you will place the 
‘blessed’ medal or euchrist upon the tongue of the corpse and close 
the mouth. Next, place the onyx or hematite over the heart. Stand 
before the corpse with your ritual instrument of command (athame, 
etc.) directed toward the corpse, and chant nine times, “Ixistrillis- 
Vartim-Bikorym-Hahvah-Alasnitrian”, each time, your voice 
growing more empowered and exact until upon the last recitation, 
you ve thrown yourself beyond the threshold of death so that you 
are looking undead eye to undead eye with your creation. Your 
emotional state should be so fragile; so obsessed and focused on the 
goal of the ritual that no god could draw you away or contend with 
your authority over the threads and laws of nature and reality. 

As your breath halts your command, the corpse will shake 
violently from the overwhelming energy you have just thrust into 
the cadaver. Listen for the corpse to make an audible groan, gurgle, 
moan, or shriek. Observe its slow movements as it begins to 
animate before you. Speak, “Under the epitaph you were lifeless, 
broken, and atrophied. Rise before me and live again; feast upon all 
the world that has dismissed you, deceived you, forgotten you. Serve 
me and this Will eternal, Ghoul, and know no end.” 


The very nature of the zombie is unsure, unknowing, but 
obedient, if not to their hunger, then to their master. Upon observing 
the telltale movements and utterances from the zombie, you may 
wish to leave the place of your ritual Work as it will require some 
time for the undead to fully awaken, rise, and function at a level of 
serviceability that you will surely require. It is cautioned that you 
retreat to a place of solitude so that as your thrall returns to you, it 
will be less likely to cross beyond the eyes of the living. However, if 
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you re brazen enough, physically removing the zombie and returnin 
to your Temple may also suffice as you can control when and hoy 
the corpse is removed. Do know, that whenever you animate the 
dead, you must sacrifice some aspect of your soul in the process. 
Beware not to ultimately lose yourself to your own magick. 


Rarsing the Reaver 

As we have seen, Reavers are horrific, murderous Spirits 
that take a most sadistic pleasure in ravaging and rending flesh 
and soul alike, The Necromancer, by virtue of creation rather than 
summoning has the ability to take full control as its Master rather 
than having to abide by the rules of engagement with their kind. 

REQUIREMENTS: Dagger coated in blood, corpse 

CHARNEL WHISPERS: Ansor vykaer (Aen-soor-vee-kay er) 

The reaver-to-be must be the corpse of a murderer or violent 
maniac. While many will go to great extents to hide such burials, 
there are a sound number of mental asylums that buried their 
deceased patients on site. With the body before you, you shall take 
the dagger which has been coated in blood and hold the tip against 
the heart. Conjure the death essence and allow it to channel through 
the dagger point and into the corpse. As this happens, speak, “Lord 
Zazazel, raise this Spirit from its dwelling in Keraktes. Under my 
command, it shall serve the will of Death itself. Lay your hand over 
us and forge this covenant. Then, plunge the dagger into the chest 
of the corpse while orating the charnel word, thus unleashing all 
conjured death essence within your being. The Reaver shall rise to 
your command in the course of three nights. 


Calf of Banshees 
Raising a soul into the glory of its unlife as a Banshee is a 
wonderful way to give meaning to an otherwise unimpressive life and 
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death. As both a fine companion as well as the deathly ill omen, 
having a Banshee to serve your needs proves most beneficial to the 
Necromancer. 

REQUIREMENTS: Mistwater (sea salt mixed with rain water) 

CHARNEL WHISPERS: Ssisinriilvrith (Siss-ihn-rih’Il-v rih th) 

For this operation, the Necromancer begins by locating the 
grave of a young woman. The mistwater is to be sprinkled in full 
over the grave. From here, the Necromancer is to kneel over the 

rave and kiss the headstone. Silrin’s Invitation is to be spoken as 
thus, (Name of deceased), rise up from your slumber and enter this 
world not as a simple soul, but revived in undeath as the Wailing 
Maiden of Lady Silrin’s dominion.” If the name is unknown, then 
rior to the invitation, the Necromancer will name the soul as thus, 

“Child of the grave, you ve been long forgotten and with it, your 
name has faded from tongues. | vow to remember you and as such, 
I shall name you, (name youve chosen).” After the invitation, the 
Necromancer is to lie upon the grave and embrace the death essence; 
drawing the soul from the Underworld and through the body and at 
last face to face with the Necromancer. At the moment in which the 
soul is held at the grave, the charnel word is to be spoken as often as 
required to lift the soul into Etheris as the Banshee. Listen for that 
telltale cry to hail your rite s success. 


Damning a Soul to Ghosthood 

For those who lust for life, an existence without substance is 
terrible. However, as part of the universal mission of death magick, 
the Necromancer knows well a myriad of ways by which a ghost can 
be a vital component to his endeavors. To this, the Necromancer 
forcibly damns one’s soul into a state of perpetual ghosthood. 

REQUIREMENTS: None 

CHARNEL WHISPERS: Alcoran (Aal-koor-ahun), Szinendaer 
(Shihn-en-day er) 
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This is the simplest of all reanimation rites to perform as 
it solely requires a swell of death essence to be projected. Upon 
locating the grave or remains of the deceased, the Necromancer 
should begin conjuring the raw essence of death from Keraktes into 
his or her being. In the mind, the individual being damned should 
be focused upon. This focus should show the sloughing of flesh, the 
torment of the mind, and the chains of an incorporeal existence in 
servitude upon the spirit. At the point of overflow, the charnel word, 
“Alcoran” is to be uttered powerfully. The death essence leavin 
your body vessel and into the remains of your servant, this rite shall 
be complete. In the event of insubordination, the Necromancer 
needs only to speak the charnel word, “Szinendaer to force absolute 
submission upon it. This charnel word is also very powerful against 
any rogue Spirits that the Necromancer should encounter. 


Awakening the Lenothstra 

Often considered the incubi and succubi of undeath, 
Necromancers find their companionship to be above all others’ and 
their means of seduction paired with doomguiding is an essential 
boon to the works and motives of the Necromancer. Thus, through 
this rite, the Lenothstra are called to a dark service. 

REQUIREMENTS: Corpse, blood, alternate (see below) 

CHARNEL WHISPERS: Kaleirfalein (Kah-leer-fah-lee-in) 

As noted, a corpse is to be obtained which will be transfigured 
and awakened as one of the Lenothstra. With the corpse before 
you, you shall draw blood fresh from your secondary hand. The 
blood is then to be used to draw a crescent moon upon the corpse's 
forehead. Here is where we alternate the remaining component. 
Both mediums require yet another bodily fluid as you shall see. The 
first method is to embrace and kiss the corpse as one would a lover. 


The embrace is broken by speaking the charnel word. The second 
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method is purely intimate and is a throwback to high necromancy. 
Again, the embrace is broken at the moment of gnosis, whereby the 
charnel word is released from the Necromancerss lips. Regardless 
of the medium used, this will conclude the rite. However, most 
Necromancers who raise the Lenothstra tend to stay with the body 
until it fully awakens and is both risen and has regained its strength 
in Etheris. 


€ xhumin gq the Shar’ mirah A Shar’ miran 

The enforcers of Death’s mandate rise through a series of 
grotesque surgical efforts on the part of the Necromancer coupled 
with the oration of the charnel whispers. As members of this sadistic 
class of undead, the Necromancer has virtually limitless opportunities 
to employ their unique skills. 

REQUIREMENTS: Corpse, knife, personal sigil 

CHARNEL WHISPERS: Kaeraszet (Kay’er-uh-zheh't) 

The first objective is for the Necromancer to first design a 
unique sigil for themself which is both a brand of possession as well 
as a calling card’. After having designed this seal, the Necromancer 
must then acquire the corpse of choice. Laid upon the altar, the 
Necromancer shall proceed to carve into the chest, back, or arm the 
seal of their being. While this is ongoing, the Necromancer shall 
speak to the cadaver, explaining their purpose and how it will serve 
his or her will. When the sigil has been carved, the Necromancer 
is to clutch the wound with their channeling hand where the death 
essence is to be channeled vigorously. When the point of overflow 
comes, the charnel word is uttered to forge the bond and breath full 
unlife into your servant. 


Skefetaf A ssembfaqe Z Awakening 


Skeletal remains are numerous and can be acquired in many 
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ways, but for the Necromancer, this collection turns to construction, 
which turns to the calling. Thus, therein rises forth the Skeletal 
servant of the Necromancer. 

REQUIREMENTS: Bones, piano wire, clay, or other binding agent 

CHARNEL WHISPERS: Itelfirn (Ih-tell-ih-fern) 

First consider the size of the skeleton you shall construct if 
it is not already a fully intact human skeleton. Some Necromancers 
enjoy the hunt for the select bones from certain individuals based on 
a profile they've chosen while other opt to acquire entire skeletons 
from medical supply organizations or underground bone, body, and 
organ harvesters. Regardless, the Necromancer will at last have a 
fully constructed skeleton to awaken. When this time comes, the 
Necromancer shall straddle the skeleton and clutch the skull between 
his or her hands. The death essence shall be allowed to swell to the 
point of overflow and then released into the bones. Perform this 
three times, each ending in the utterance of the charnel word. The 
final release of death essence however, the Necromancer shall speak 
the charnel word more as an order to the skeleton to animate than as 
a call of necrotic power. The animation may take some time as the 
bones are not bound by muscle or ligaments. 


Disinterring of the Boa Wummy 

Buried underneath dense layers of peat, the dead await their 
Master. Unknown to time and forgotten by their kin, their preserved 
bodies lie in wait until such time as the charnel bindings shall unite 
the Furahk it. Mummified, it shall drag itself from the bogs and 
arrive in service to the Necromancer. 

REQUIREMENTS: Bone powder, cremation ash, or blood and 
black salt mixed 

CHARNEL WHISPERS: Sarkraemor ( Say tr-k’ray-mour) 

With the component of choice, the Necromancer is to have 
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it placed in a wooden bowl. It needn't be of any particular wood, but 
wood nonetheless. With a slow, steady march throughout the bog and 
swamps, the Necromancer is to sprinkle the bowl’s contents around 
the marsh while slowly chanting the charnel word. This rite is to be 
executed between dusk and dawn. Autumn and spring also upon the 
equinoxes serve for amplified energy flow. 


Ll nebarneling the Dead Saint 

Using the body and soul of one such holy and pious 
individual, the Necromancer turns them into a being of profane 
ferocity and necrotic spirit. These pious souls turned unholy serve 
to destroy the Necromancer’s enemies and assist in fulfilling the 
ritual requirements of their dreadful master. 

REQUIREMENTS: Corpse of a holy person, euchrist, holy 
water, blood 

CHARNEL WHISPERS: Varoixian (Vah-roh-ik-zee-ihn) 

Standing before the corpse, the Necromancer is to use his 
or her own blood to anoint the euchrist and mix it with holy water. 
The euchrist is to be placed within the corpse's mouth and the blood 
water is to be draw an inverted cross upon the brow of the deceased. 
As the Necromancer does this, he or she is to speak powerfully the 
charnel word, thus calling the saintly soul through Keraktes, thus 
transfiguring it into the evil that rends the divinity from Gods. The 
awakening can be a violent process, therefore the Necromancer is 
advised to keep some distance and allow the corpse to calm before 


proceeding further. 


Unholy Revival’ of the Angel of Rot 

Through the use of the Seal of Angelic Decay and the utterance of the 
life-threshing charnel whispers, the Necromancer is able to conjure an angelic 
entity, kill its divinity, and through its mortality, raise it as an Angel of Rot. 


rere, 


REQUIREMENTS: Seal of Angelic Decay drawn in blood, metal 
dust, cremation ash, bone powder, or laid out with bones. 

CHARNEL WHISPERS: Nekriszan (Nehk-rih-zhah’n) 

The Seal of Angelic Decay is to be laid out in at least a 
three foot by three foot area. The death essence is then called forth 
and allowed to flow freely from the Eternal Grave, through the 
Necromancer, and into the seal until it begins to glow with a dark, 
spiritual aura. At this time, by virtue of the charged seal, an angelic 
entity will be imprisoned within. However, the Necromancer may 
wish to call one by name if known. Once the Necromancer is aware 
of the angelic ensnared by the seal, the charnel word is then to be 
shouted three separate times; allowing about a minute in between to 
allow the Keraktian essence to fully destroy the angel and awaken the 
absolute horror that is the Angel of Rot. 
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Seal of Angelic Decay 


Ylecrotic Awakening of the Gbouffiens 

Just as angels may die and be awakened as undead, so too may 
the diabolic and demonic entities of the Hells. The Necromancer 
uses these infernal undead as his or her own shock troops and 
enforcers of their dominion. With this truly unholy abomination, 
the Necromancer is free to unleash pain and dismay freely. 

Requirements: Human skull, blood, sulfur 


Charnel Whispers: Garathsian (Garr-ah’th-shee-ahn) 
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In a place in which unholy rites and sacrifice has taken place, 
which may well be the Necromancer’s sanctuary, a circle is to be 
made of sulfur and the human skull is to be placed within. Upon the 
skull, the Necromancer shall draw either a crescent moon or another 
true symbol of death upon it in his or her blood. The death essence 
shall be allowed to fill the Necromancer’s being until the point of 
overflow, which is then channeled vigorously into the skull as the 
charnel word is orated in a direct and commanding tone. Thus, the 
ghoulfiend cometh. 


Souf Eaters of Gehenna 

In the Wastes of Abandon, deep in the dark reaches of the 
Hells, in a place where light shines not and the Damned are forever 
lost in darkness and depression, there are hateful Spirits known to 
Necromancers as Soul Eaters. They go beyond the definition of 
unholy and beyond the concept of vicious. When employed by 
Necromancers, Soul Eaters will do just that - completely destroy the 
soul of those it is set upon. 

REQUIREMENTS: Blood-anointed parchment with the Seal of 
the Soul Eater 

CHARNEL WHISPERS: Amoulnkarath (Ah-mool-en-kah-rah th) 

Upon the parchment, the Necromancer shall anoint it with 
his or her own blood and then the Seal of the Soul Eater is to be 
drawn over the parchment. With this in hand, the Necromancer 
shall begin to slowly chant the charnel word while the parchment 
is folded up and tied with string, twine, funeral wrappings, or other 
binding agent. This parchment is then taken to a place of death and 
buried at or near the site of where extreme murderous violence and 
the like has occurred, or where an individual of that type of mind 
set is buried. Dig a hole at this site at least a foot deep and bury 
the parchment. During the digging and burying, the Necromancer 
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shall once again chant the charnel word, slowly rising in power until 
it is fully buried, at which point the charnel word is shouted with 
complete aggression and authority. Soul Eaters manifest as a dark 
smoky void with sickly glowing eyes and rotting arms reaching Out. 
Tentacles and gnashing teeth swirl about within the darkness. They 
are mostly silent save for the thousand overlapping voices that will 
converse with the Necromancer. 





Seal of the Soul Eater 


Construction Z Awakening of the Cadaverous Gofem 

The unliving, quasi-intelligent servant of the Necromancer 
constructed with the organic remnants of the dead, the cadaverous 

olem is one of the pinnacle achievements of a Necromancer s craft 

for it is a full body physical servitor of undeath. They are capable of 
being the perfect servant to the Necromancer. 

REQUIREMENTS: Full body of personal effects, piano wire, 
costumer s wax 

CHARNEL WHISPERS: Anaksurat (Uh-nah’k-soo’r-aaht) 

Creation of the golem is directly contingent on the 
Necromancer’s ability to construct and maintain the structural 
integrity of their unliving servant. If the Necromancer has been 
unable to acquire a well preserved cadaver, then he will need to acquire 
the various parts of the human being in order to flesh it together. lt 
can be stitched, wired together with piano wire, wrapped with layers 
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of cloth or gauze, and so forth. Costumer’s or sculptors wax is also 
useful for rebuilding parts of the body which are severely decayed. Masks 
made from organic compounds or synthetic flesh is great for filling holes 
in the body and molding the form into its proper form. Preservatives 
such as honey or salt can slow the decaying process until such time as the 
Necromancer awakens the golem. 

Having constructed the golem and prepared it for animation, the 
Necromancer shall either have it lying down upon the altar, placed over a 
grave, or having it stand before you in your ritual space, the animation can 
begin. During this time, while its not explicitly mandated, a common 
practice is that during the construction and more especially during the 
animation, cypress or mulberry oil or incense should be burned. Blood 
offerings can be made into the golem's mouth, and even acts of high 
necromancy are common as they bring the Necromancer into a very 
intimate proximity and union with their creation. 

The death essence should be allowed to overflow from the 
Necromancer and flow freely into the golem as a continual stream until 
even the now undead Necromancer begins to near collapse due to the 
overwhelming strength of the death essence. Speak to the golem as 
you re channeling the death essence into it; orating your mandate as the 
death essence begins to fill every atom of the golem’s being. When 
you ve reached the point of collapse, you shall conjure the death essence 
in a great and mighty encircling black wind. Unleash from your mouth 
the death essence as you would in any other preferred method. This 
unleashing of power from your mouth should ride on the charnel word. 
Witness how it enters the golem’s mouth and begins to crackle within 
the corpse, thus awakening the golem and giving it the necrotic power to 
serve your wicked will. 

As a final note, the rituals of construction and awakening should 
always be performed between dusk and dawn. Never perform this during 
sunlit hours. 
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Cadaver Golem Alternatives 

When we consider cadaverous golems, we always tend to 
consider it having an adult human form. There are however other 
flesh golem forms that are commonplace to find in the company of 
the Necromancer. First, we see allocryptic golems which are made 
from the remains of animals. They can also be made from different 
limbs and parts of animals thus creating a very twisted and horrific 
creation. The other is what we call the stillborn golems which 
are made from children and the remains of children or teenagers. 
Sometimes, Necromancer will create golems of human bodies but 
augment them with sword blades grafted to the arms, or will place 
animal legs or even the head of an animal on the body of a human 
being. These turn out more demonic in appearance than anything 
remotely human. Again, as we have seen throughout this grimoire, 
the Necromancer is urged to continually use their own creativity, 
imagination, and desires of their soul. 


Charnef’ Whisper Augmentation s 


The original revival rites of the Vampir and Zombie did not 
have any associated charnel whispers. However, there are charnel 
words that directly correlate to their reanimation. Below you will 
find the charnel whispers we use at the moment we direct the undead 
to come forth. 

Vampiric Revival Charnel Whispers: Mathiirinis (Mah-theer-en-ces) 

Zombie Revival Charnel Whispers: Nszkaln (Nah’zh-kah-lihn) 


Alternative Awakenin qs 

The methods of awakening and reanimation contained within 
this tome are those which I as the Grand Necromancer of the Tower 
of Atrophy have employed to absolute success. It should be noted at 
this time that as you are becoming a Master over Death in your own 
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right, there likely are certain forces pulling from within and therefore, 
| implore you to explore and use those gnawing powers which are 
begging to be used. You would likely be quite surprised to find 
how you, the Leiche are able to use varying forces and even other 
Charnel Whispers which my come to you-inspired-in the midst of 
ritual, through dreams, or apparitions. Take heed to the Spirits below 
as they are beside you always seeking to exalt you into the cosmos. 


Peders of Undeath 

The Moonlight Wanderers of the Underworld are Spirits 
that are capable of taking a fully physical manifestation. They are 
one with the fog for that is how they travel without notice. They are 
dwellers of the darkness of the night and can be observed during the 
nocturnal hours. Their origin is entirely unknown and being fond of 
secrets and dead matter at an equal appreciation, they will not divulge 
such information. However, they are morbidly hideous creatures 
looking like the bloated, decayed, and maggot-eaten corpses of so 
many lost and missing persons. They tend to shroud themselves 
in heavy clothes, gloves, and wide-brimmed hats to conceal their 
true nature. In hand always they wheel a large covered cart. Within 
these carts are potions, spell components, dead bodies, remnants 
of the dead, and undead relics which are those of truly living” 
undead beings. These range from the animated heads of Keraktian 
undead, trapped sprites taken from Feylorne’s Gloom Forest, down 
to Leiche’s bones, the spine of soul-rotten angels, and other macabre 
prizes. Nothing is free, but to those who are willing to barter will 
find there are a great many boons to be had through such dealings. 
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Book XI: Raising the Undead 

F Are you able to raise the dead in both a physical and spiritual form? 
+ Have you been able to raise at least five different undead entities? 
+ Do the undead know their place and bow to your will? 

+ Were you able to use inspired methods to raise the undead? 
+ Did you find it yet able to strike an agreement with a 


Peddler of Undeath? 
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5 Hook Cwel've. ` 
An Sul. —Maenth: An A rchl ich § Sovereign Rites 


Alas, while we reach the conclusion of this macabre grimoire, 
we find ourselves at a threshold. This doorway is what leads the 
Necromancer into eternity. Beyond the immortal phase of undeath 
and well beyond its limits, the Necromancer is to read and uncover, 
utilize and employ fully the works of the Keraktian Coterie. Before 
we begin to reveal and understand the most powerful among all rites 
of the Necromancer, let me reveal to you first some history. 


Che Keraktian Coterre 

Created in the Eternal Grave, the Keraktian Coterie was 
formed by the insightful mind of the Buried King, Zazazel. Together 
with such notable and unparalleled agents of death as Matrigal, 
Feylorne, Sirah, Mephilure, Rishar, Vrykanus, and Nhilmice, a 
council was made which would govern the whole of Keraktes as 
well as how death would actually operate throughout the multiverse. 
There was to be a final member of the Keraktian Coterie however 
and this soul was welcomed into the folds of Infernal Underworld 
still in a ripe youth. Still in the early years of his life, while still 
in school, playing among children in the schoolyard, the child, 
Somnus Dreadwood, myself was chosen by Nhilmice to round out 
the Coterie. However, as I was but a child, I had to be trained and 
shown the whole of the dead realm. With ageless wisdom and a 
power to quell all life sources, growing up was a difficult balance in 
every respect. Having taken the title of Grand Necromancer, my 
place was nearly at the helm and thus making me formally suitable 
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tor my place in the Keraktian Coteric. This was not cemented 
until | took control of the Maergyjiran Cabal. It was then in my 
tirst private ritual and death meditation that the Black Gate was 
opened, not by me, but by Nhilmice and into Keraktes | stepped. 
A blood pact was not enough, but rather a pact of the very spiritual 
essence of all nine Keraktian Spirits were combined and then drank 
through a ritual designed by Zazazel. My place now earned, I have 
been working to assist and guide all Disciples of the Cabal in their 
apotheosis. However, there was another secret to all of this. From 
childhood onward, a grimoire was being written by the instruction 
of Nhilmice guiding my hand and afflicting me with various pains of 
death which would later become blessings. This grimoire was called 
the “Andul-Vaerith”. The name is something decided upon between 
my Mistress and I. While not contained in nearly any percentage 
near the whole, I have contained some of the most potent of these 
rites herein. When you have mastered these rites, the title of this 
grimoire will reveal its true meaning, and thus bestow upon you a 
final blessing and a last rite of pure carnage. 

I will not labor you with further instruction or unnecessary 
information. These rites function as do all of the other Keraktian 
Rites and spells. The difference however is found in that it fully 
requires complete attention and alignment with the Keraktian energy 
flow. By this time, you should have almost complete control of the 
death essence. By mastering these following rites, you will at last 
obtain undisputed mastery over the necrotic forces of the Eternal 
Grave. Thus far you have learned how to manipulate the death 
essence, but now you will at last fully become one in it. Let's begin... 


Mantle of Death fog 
A perfect invocation of the death essence shrouds the 
Necromancer, thus rendering him or her incorporeal and fatally 


toxic to the touch, smell, taste, and at times even by thought. 


CHARNEL WHISPERS: M’rith-V’kyr (Mer-ih’th-Vuh-kay’er) 


bhostwalk 

Taking the form of a ghost to roam through areas and great 
distances, the Necromancer can go anywhere and do anything he or 
she desires. 


Charnel Whispers: Ssarsinarak (S’sar-sih’ n-uh-rahk) 


Domination Gase 

Like Matrigal and his ilk, the Necromancer heightens 
the death essence within, thus forcing enthrallment and absolute 
submission upon all who meet his or her gaze. 

CHARNEL WHISPERS: Isulra (Ih-sool-rah) 


Aura of Difeness 

As a being of utter evil, the Necromancer who is a creature 
of undeath and unholy throughout becomes completely unfazed by 
prayers, holy relics or blessings. The very unnature of this distorts 
and corrupts even the most pious of souls and reverses holiness in 
any form into an unholy counterpart. 

CHARNEL WHISPERS: Jyzarek (Jee-zuh-reh’k) 


Son q of Sorrow 

Melding necromancy with some musical creativity, the 
Necromancer creates a dirge that fills the minds of one’s enemies 
regardless of distance or location. This dirge brings forth the death 
of their being; piety, success, love, and success. Their true end will 
come by their own hand or at the Necromancer's. 

CHARNEL WHISPERS: Sacorinoth (Suh-kor-eh-noh’th) 

Note: Many incorporate a new or favorite song into this rite. 
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Summon Shadow Wraith 

Using one’s own shadow as a vortex to call forth a wraith, the 
Necromancer is able to conjure a Shadow Wraith from the depths of 
Keraktes as desired. 


CHARNEL WHISPERS: Nikarolixth (Nih-karr-oh-lik th) 


Death Eyes 

Invoking the essence of the Keraktian Spirits, the 
Necromancer becomes able to see in pure darkness as well as all 
spiritual energies and entities. 

CHARNEL WHISPERS: Citarenszoul (Keh-tahr-en-shool) 


Empower Deathless Body 

Calling forth the strength and constitution of the many 
Legionnaires of Keraktes, the Necromancer amplifies resistance 
to physical harm in any form and creates a shroud of dark energy 
around oneself to curse and poison the soul of anyone seeking to 
harm him or her. 

CHARNEL WHISPERS: Vikaranos (Vih-kah-reh-nosh) 


Undead Visage 

Invoking various powers of the undead while taking on 
physical traits as well, the Necromancer becomes the undead 
incarnate through in the ways of legend. Physical traits will become 
pronounced, revealing the undead nature of the Necromancer all 
while inheriting the supernatural powers of those entities being 
channeled through one's own soul. 

CHARNEL WHISPERS: Indosolar (Inn-doh-soh-laer) 


Para ySIS 

Through mere touch, an individual who is even so much as 
grazed by the Necromancer will be afflicted with temporarily rigor 
mortis. This can when fully mastered place the individual in a perfect 


state of suspended animation. This can then lead to a myriad of 
misfortune for one s enemy. 
CHARNEL Wuispers: Ardnvirk (Arr-deh n-veer-ahk) 


Jlecrosis 

One of the most horrific of all mecromantic hexes, the 
Necromancer utilizes pure death essence, which would in nearly any 
other instance, instantly rot him or her to nothingness to instead 
direct it upon one's enemy, breaking down the cellular anatomy of 
the affected subject. 

CHARNEL WHISPERS: Solus (Soh-loo’zh) 


Leiche Grasp 

Taking Imordicoth’s scythe, the Necromancer severs the 
silver cord of an enemy and reanimates the body as an undead thrall 
in perpetual repose. A chilling end to one’s foe. 

CHARNEL WHISPERS: Zentorimak (Zeh'n-toor-ih-mah'k) 


Bight arrier 

Cast only once per year, the Necromancer becomes one 
with the Keraktian energy flow to become immune to illness and 
disease of all sorts regardless of their origin, magickal, natural, or 
supernatural. 

CHARNEL WHISPERS: Tar nziat (Taer-ehn-zee-ah't) 

Note: The anniversary of apotheosis is preferred for this rite. 


Wrantle of Undeath 

À similar form of the Blight Barrier, however, the Necromancer 
invokes undeaths resilience, becoming immune to poison and other 
rending agents of pain for a night. 

CHARNEL WHISPERS: Sornost (Soh’r-noh’st) 
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Rebuke 

In the Necromancer’s dead world, life essence is unwanted 
except to fuel other aspects of necromantic craft. When it is more a 
hinderance than a boon, the Necromancer sends off and crushes life 
essence in the area. 

CHARNEL WHISPERS: B 'garazt ( Bih-gah-rah st) 


Aura of Keraktes 

Similar to other auras, this however is employed in a moment 
by the Necromancer to create an aura of necrotic power linked to 
Keraktes centered around the Necromancer. 

CHARNEL WHISPER: Ristark’mith (Rih-stah’r-kah-mih th) 


VMecrotie Kinship 
The Necromancer swiftly augurs the location of the strongest 
level of the death essence in area. This typically carries a range 


upwards of a mile or more. 
CHARNEL WHISPERS: Visatrikol (Vih-sah t-ree-koh Il) 


Black Death 


Another of the more heinous curses in the Necromancer’s 
arsenal, this is used to unleash a magickal plague into an area. The 
plague itself usually runs it s course within thirty-six days and operates 
within approximately a ten mile radius. 


CHARNEL WHISPERS: Akanriad (Ah-kah’n-ree-ah'd) 


Vecrotic Revival 
Reawakens and regenerates undead beings that have been 
destroyed, banished, or in some other way cast down and out of this 


plane. 
CHARNEL WHISPERS: Amundalae (Ah-moo'n-dah-laye) 
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eraktian Xwakenin q 

With a surge of death essence, it turns the deceased in a 
Keraktian sinkhole into the risen undead in absolute service to the 
Necromancer until dismissed or sent into Keraktes by their Master 
or Mistress. 

CHARNEL WHISPERS: Olas (Ob-lah’ss), Kustarin (Koo’stahr-een) 


Skeletal R upture 

By directing the death essence en mass, this hex causes bones 
to contort and deform within the body of his or her enemy. 

CHARNEL WHISPERS: Cazzarkaen (Kah-zahr-kay’n) 


Heart’ s Suffering 

Curses the individual target cares for most. Many 
Necromancers find great power, manipulation, and control over 
others through it. 

CHARNEL WHISPERS: Vyristiin (Veer-iss-tee-inn) 


Anaefrend 

Being directly opposed to the heavens, the Necromancer's 
rite causes one celestial entity to be thrown into the pits of Keraktes 
whereby it is contained for the Necromancer to do with as he or she 


wishes. 
CHARNEL WHISPERS: Daskrtan (Dahss-krih-taahn) 


Netherworld Nantfe 

Creates an energy signature which compels evil spirits 
to follow. This can be used as a specialized enchantment for the 
Necromancer to draw a massive legion of Spirits into his or her 
service, or it can be a curse to set wicked souls upon an unsuspecting 


individual. 
CHARNEL WHISPERS: Nakazromein (Nah-kahsh-roh-mihn) 
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Final NNoments 

By invoking power from Rishar’s very being, it allows the 
Necromancer to see the last moments of a deceased individual’s life. 
This is done by physically being in contact with the dead. At times, 
this can be accomplished over a grave. Long distance workings of 
this nature require a sounder alignment with Rishar and/or a greater 
proficiency in divination. 

CHARNEL WHISPERS: Indrisen (Ihnn-drih-seh'n) 


Souf Pyre 

Unleashes the cold fires of Keraktes upon one’s soul. This 
has been a favored rite of death magick by many Leichees due to 
the horrific pain it puts the individual through during the process. 
Unlike other similar hexes, it does not physically harm them, though 
the soul's suffering ignites the feelings of physical pain in degrees 
unseen in the temporal world. 

CHARNEL WHISPERS: Fakuronos (Fah-koo-roh-nohss) 


Web of Wightmares 

Spreads a curse of unyielding nightmares among the 
Necromancer’s target and anyone who he or she speaks with, touches, 
thinks about, and so on. This cannot affect the Necromancer in any way. 

CHARNEL WHISPERS: Chashinvarmae (Chah-sheen-vay er-maay) 


Death Pr aque 

Like a transmittable bite from a black widow, the Necromancer 
frees a curse of contractible necrosis in the same manner os the 
Web of Nightmares as seen above. Again, this cannot affect the 
Necromancer. 


CHARNEL WHISPERS: Mandaraga (Mahn-dah-roo-gah) 


S Ou (ra pe 

One of the most vile displays of death magick, the 
Necromancer enters the soul of another individual whereby their 
memories, actions, motives, needs, and all facets of their being is 
realigned according to the Necromancer 's will. 

CHARNEL WHISPERS: Ansul'mryorketh (Ahn-sool-mer-ce- 
ohr-keh th) 


Fatal O8session 

In an act of pure evil and spite, the Necromancer afflicts an 
individual with an obsession that will lead to their demise. This type 
of curse is one which can create a chain reaction among those the 
afflicted should interact with as psychosis has a keen ability to spread 
in this manner. 

CHARNEL WHISPERS: Sazensarik (Sah-zeh’n-sah-reich) 


Summon Wanderer 

This rite calls forth a Peddler of Undeath during the nocturnal hours. 
CHARNEL WHISPERS: Solvarosz (Soh'll-vay’er-ohsh) 

Note: This must be executed during a misty or foggy night. 


Yecrotic Termination 

Conjuring a surge of death essence great enough to destroy 
the Necromancer completely, it is contained through focus and then 
unleashed. The result is a myriad of plagues, raising the undead 
in hordes, draining the life essence of all living matter in the area 
and opens several sinkholes in the area. Generally speaking, this 
should not be performed until you possess supreme control over all 
previous rites. The time frame which this operates is infinite. 

CHARNEL WHISPERS: Kandulamrath (Kaah’n-dool-ahm-rah th) 
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od( de 66 ) of Death 

The Necromancer visualizes the God or Goddess he or she 
despises most and see it being consumed by the death essence flowing 
through him or her. When the death essence is at last released 
from the Necromancer, the confrontation will commence and the 
Necromancer will be called to direct the entire flow of Keraktian 
death essence against the God or Goddess being pursued. The end 
result is either an obliterated Necromancer, or a Necromancer who 
has obtained all divine power and essence from their fallen enemy. 
This typically is not performed by any Necromancer until all rites 
including Necrotic Termination are mastered as this truly is a test of 
mastery over all creation. 

CHARNEL WHISPERS: Vormirith (Voor-may er-ee-th) Sikrina 
(Sye-krih-nah) 


Book XII: An dul-Vaerith: An ArchLeiche’s Sovereign Rites 
+ Have you mastered the rites in this book? 


+ Were you able to successfully cast the Necrotic Termination rite? 
+ Did you square off with a God or Goddess in divine combat? 
f Are you able to channel the siphoned divine essence of the 
dead God? 

f With this total mastery of death, where now shall you spread 
your dominion? 
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Che Road of the €ternaf Grave 


C pifoque. C he Road of the € ternal Brave 


It is over. This stage of your being has come to an end. 
Through the works of this grimoire, | have guided you and given you 
the means of power by which to control the threads of life and death. 
You have weaved a tapestry in the fibers of the planes of yourself 
as no longer a mortal, but as a Necromancer possessing legendary 
skill, thus earning the praise and submission of those who have heard 


your tale. 


I have shared with you many of my secrets and the methods 
in which | employed to rise above the dross and to take immortality 
for myself. Given you by my hand are the tools of absolute being. 
You have taken them and planted the seeds of greatness and you have 
harvested the fruit of Godhood. It was my hope in the beginning of 
this writing that every soul who laid eyes upon this grimoire would 
benefit in ways unforeseen and even unexpected. If you are by chance 
reading this grimoire in the way it was intended, as a manual to be 
completed as mastered each separate book, then with these words, 
you have attained immortality through apotheosis as well as through 
divine battle. That being the case, well done then, my student. You 
have earned your place in Keraktes. 


Surely, you have changed in ways you never expected or had 
in any way perhaps even desired, but you knew it must be done. You 
knew from the onset that the Spirit you would become, the soul 
you possessed would change and thus all hardship was worth the 
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pain and struggle you endured. The suffering and despair, loneliness 
and solitude was but a fleeting moment before you came to know 
a legion of undead which would come to see and respect you as 
their Master. The friends and comrades made in the planes below 
have become far more trustworthy and indeed worthy of your care 
and companionship than any flesh and blood mortal of Etheris. In 
Keraktes, through death, through the soul of being which unites us 
all, you have in fact become a part of all people and things and in 
doing so have learned the ageless wisdom and understanding of the 
world. This feat alone sets you apart from the dross for you see 
how life and death truly flow. You can listen to the voice of the soul 
before the mouth. You can see the Spirit before the flesh. You know 
the thought before the intent which lies before the action. You walk 
before the path was ever laid. In undeath, you have stepped beyond 
space and time for you are not bound by any limitations which 
restrain mortals. With the power to stop death from overtaking 
a body equally as you can send the death essence to snuff out the 
flame of life, you have obtained a power coveted by many, but rarely 
touched. Where most Disciples are content to simply work with 
Demons, being more involved with worldly matters, you however 
sought out the Spirits of the Underworld and through your intimate 
communion with Keraktes and its Spirits, you have obtained perfect 
mastery of matters beyond this world. This is a prize worth more 
than a mountain of gold and more satistying than any fine wine. 


There is no doubt that you have also witnessed loss during 
your journey down this road to the Eternal Grave. I have. | 
experienced it as a child which opened the door to the Netherworld 
for me and throughout my ascent toward apotheosis. I did once 
again as | neared the completion of this grimoire, which has brought 
this work of necromancy full circle. The Ouroboros. The cycle 
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however begins anew with the raising of a new Spirit of undeath, you, 


the Archlich. 


As the world has been a staging ground for the Necromancer, 
Etheris does become something mundane and no longer offers what an 
Archlich requires. Therefore, we step beyond this plane and conquer 
wherever we might end up. Every plane becomes a necropolis, or at 
the least, a mill for fulfilling the Archlich’s needs. There are many 
times though when the Keraktian Spirits, as well as the other great 
powers of Maergzjirah-which we are familiar with as a cabal-will 
take physical forms and work with the Disciples of the Maergzjiran 
Cabal. Asa very special assignment which was placed up me by the 
Keraktian Coterie, this was a task which | gladly accepted. When 
work is needed elsewhere, we are to handle it, though my work lies 
here. I ask you then where your eternal work shall take you. Consider 
this just as you did in the beginning when you were but a novice 
Necromancer who knew very little about why you even wanted to take 
up the death arts. Meditate on this for a time and when the answer is 
clear, go forth and raise the dead, my Disciple! 
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Exhuming the dreadful powers of the Underworld, Charnel Whispers 
explores the Maerggjiran Cabal's path of necromancy in a pathworking 
lormat designed to guide the Disciple through his or her rites from the 
basic composition of the death essence fully into becoming a Leiche 
(Lich); masterfully weaving aspects of death and undeath with ease, 
controlling the most intimate and destructive of energies known to 
mankind. Such topics covered are: what it means to be a Necromancer, 
sylvan necromancy, conjuring various agents of the Underworld, 
reanimating the dead, controlling the death essence, death curses, grave 
familiars, Spirits of Keraktes, construction and animation of the golem, 
and undead apotheosis. Written by the Master of the Tower of Atrophy, 
Charnel Whispers enlightens the soul in various means. Of these, the 
most potent and crucial is that of using "whispers". The Cabal's utilization 
of whispers almost fully removes the need for ritual components in all 
manner of rites. Using the most carnal and spiritually powerful parts of 


the Disciple's soul, all arts of necromancy are manifested before you. 
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